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DEDICATION. . 

» 

» ■ 
TO 

ABRAHAM SAMUDA, ESQ. 

DEAR SIR, 

* 

It is with peculiar propriety that 
I dedicate this treatise to you, as, indepen- 
dently of your great predilection for the 
game of Chess, I have long had the pleasure 
of being in habits of intimacy with you. 

I am extremely solicitous that it should 
prove not undeserving the patronage of 
amateurs and scientific players ; I have 
therefore revised it with the utmost care, 
and indulge the pleasing hope that it may 
facilitate the study of a game which has been 
celebrated for ages, t : 

I am, , A 

Dear Sir, 
Your obliged and affectionate Friend, 

J. H. SARRATT. 

Queen Street, Bloomslury Square, 

November 1, 1808. 
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PREFACE. 



w hen the Author considers the many trea- 
tises on Chess, which have lately been published, 
he feels himself imperiously called upon to state 
the reasons which have induced him to submit this 
work to the public. 

Many of those treatises are mere translations of 
the works of Stamma and Greco: others have been 
compiled by persons who do not appear to possess 
a knowledge of the game adequate to the task of 
directing the improvement of amateurs : with the 
exception of the justly celebrated work of Philidor, 
it may be asserted that no original treatise on Chess 
has made it appearances within these thirty years. 

Almost every publication on this game is ob- . 
viously defective in two points of the utmost im- 
portance: 1st, a regular system of defence; and, 
2dly, the method of playing pmvns at the end of a 
game. 

a 4 
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An accurate system of defence against the tem- 
porary attack which the first move commonly gives 
to a skilful player, has been but little attended to 
by most writers : some, as Gianutio and Greco, 
have omitted it altogether; while others have 
been so concise in their directions that no solid 

- 

instruction can be derived from them, 

A considerable portion of the second volume of 
this work is devoted to the sole purpose of enabling 
the player who has not the move to oppose suc- 
cessfully his adversary's attack ; and the author 
has endeavoured to prove, that among players of 
equal skill, the advantage of the first move is by no 
means sufficient to decide the event of the game. 

Rules to teach the method of playing pawns at 
the end of a game are scarcely to be found in any 
English or French treatise : the Traili des Ama- 
teurs has given only a few general rules ; and it is 
much to be regretted that Philidor, who played 
pawns with such commanding skill, should have 
inserted only two or three examples. 

To play pawns correctly is of the utmost im- 
portance, for when two players possess a competent 

r 
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degree of skill, frequent exchanges of pieces hap* 
pen, and each player often remains wjjh two or 
three pawns, on the skilful management of which 
depends the winning of the game* 

4 

f 

This part of the game is as difficult as it is im- 
portant: — many amateurs, who play the pieces 
tolerably well, play the pawns very badly : it ap- 
pears therefore rather extraordinary, that of so 
many writers on the game of Chess, scarcely any 
one should have devoted a sufficient portion of hi$ 
work to teaching the method of playing the king, 
and conducting pawns to queen. In this depart- 
ment, the author presumes to hope that his trea*> 
tise will be found to contain a much greater vanety 
of rules and examples than any other wprk pub- 
lished in Great Britain. 



The oldest writer on Chess appears to be Da- 
m i a no, a Portuguese. He lived in the first part 
of the sixteenth century, and died in 1544. It is 
difficult to speak too highly of'his abilities as a 
chess-player. Unlike nil other writers on Chess, 
he had no model to guide him, no treatise which 

* 
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he could copy, or from which lie could extract : 
every brilliant move in his treatise seems to belongs 
exclusively to him, and the fertility of his genius 
is astonishing. His numerous Situations have been 
copied by almost every writer ; several attempts 
to improve upon them have been made, but 
though many of those attempts evince considerable 
ability, Damiano's Situations still retain their su- 
periority over all others. In the few dibuts and 
games which he has inserted, Damiano has dis- 
played an equal degree of science and genius ; and 
the rules which he has given to learn to play with* 
out seeing the board, prove that he excelled in that 
most difficult recreation. 

It is remarkable that Portugal has produced no 
other chess-player of celebrity ; for although Se- 
bastian, king of Portugal, was extremely partial 
to the game, and patronised several eminent players, 
it does not appear that he excelled in it. 

Damtano's work was originally written in Spa- 
nish and Italian ; the first edition was printed at 
Ro?ne, by Antonio Bladi, in November 1524 : the 
second was printed at Venice, in 1564 ; the third 
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art Bologna, by do. Rossi, in 1606; and the 
Jburthat Venice, by PiV*ro i*Wr, in 1<)18- This 
-work is extremely scarce. 

Rui Lopez, who appears to have been In high 
favour with Philip the Second, king of Spain, 
iiourished about thirty years after Damiano: his 
treatise on Chess was translated into Italian, and 
printed at Venice, by Cornelia Arrivakene^ in 
J 584. It contains many debuts, or openings of 
games; several of which are useful, and prove 
that Lopez was a good player, although he was 
unquestionably inferior to Damiano, whom he has 
most injudiciously attempted to criticise. 

Many of Lopez* games have been copied by 
Giochimo Greco. 

Zerone, who was also a Spaniard, was contem- 
porary with Lopez. He wrote a treatise on Chess* 
which, probably, was never printed. Lopez, Ze- 
rone, and another Spaniard named Medrano, played 
extremely well without seeing the board. 

1 

a 

. Toward the end of the sixteenth century lived 
the celebrated Paolo Boi, horn at Syracuse, in 
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the island of Sicily. He is universally allowed t<* 
have b^en a first-rate player. Among hU admirer* 
and patrons he had the honour of reckoning Pop* 
Pius the Fifth ; Philip the Second, king of Spain i 
and Sebastian, king of Portugal. 

w 

Paolo Bot could play three games at once, 
without seeing either of the board?, and he per- 
formed it with so much facility, that he coim 
monly conversed at the same time with his friends* 

* 

His friend and rival Dr. Giochiwo Lick arpo, 
born at Cutri, in the kingdom of Naples, is greatly 
celebrated by Dr, Salviq, under the titje csf " // 
Puttino, overo il Cavaliere errante ;* he was called 
Pucfino, pn account of bis youth, and the epithet 
of* Cavaliere errante was bestowed upon him by 
Sebastian, king of Portugal, on account of his 
seeking rivals and challenging them. He was 
(equal to Paolo Boi, and superior to Rut Lopez, of 
whom he won thrfce gfimes successively, in the pre- 
sence qf Philip the Second \ 

Both Paolo Boi and Lionardo wrote on Chess f 
but , unfortunately their 'works were never printed. 
Paolo died, in 1 59&r 
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Many capital players flourished about thatfthne; 
among them were, 

Don Salvator Albino ; 
: Thomas Caputa ; 

Don Horatio Paterno ; 
Don Blusco hfar ; 
* Don Girolamo ; 
Sigrior Mauro ; 

Mariano Marano$ 
GtAJSrUTIO ; ; 

Dr. Alessandro Salvio ; and 
Don Pietro Carrera. 

Gianuiio published his treatise at Turin, hi 
; it is by no means all instructive work ; but 
it contains a few remarkably scientific moves. It m 

■ 

is extremely scarce. 

1 ■ - . . . * 

Dr. Safoio** treatise possesses UHCommon merit, 
and it is much to bfc regretted that it should be so 
very scarce. Dr. Salvio was a man of learning 
and erudition ; and, as a che&s-player, appear^ to 
have been equal to Paolo Boi and Lionardo. His 
openings of games are mostly accurate, and they 

■ - 

evince the fertility of- his genius, while they ex-i 
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fcibit tiis promptness at resource. Unfortunately 

most of them are of little use in countries where 
the King is limited in his castling. Salvio, when 
he had the move, commonly castled in a manner 
which is not allowed in this kingdom ; that is to 
say, he moved his King to his Rook's square, and 
his Rode to its King's square. There can be no 
doubt entertained of the superiority of this method 
of castling over ours. The hist edition of Salvio^s 
treatise was published by Felice Mwca, at Naples, 
in 1.723, many years after the death of the author. 

* ■ 

• ■ / 

Don Pietro Carrira was born in 1571, at MilU 
Uilo, in the Valle de Noto, in the island of Sicijy. 
lie' compiled an elaborate treatise on Chess, which 
was printed in 1617. It is a very entertaining 
and well written work, containing much informa- 
tion and several very curious anecdotes ; but in 
point of utility, it is much inferior to Salvio's. 
Carreta has however evinced considerable skill in 
his observations on the method .of playing pawns 

1 

at the end of a game. 

Giochimo Greco, so well known hy the name 
of the Calabrois, from Calabria, the place of his 



Digitized by Googl 



XV 

nativity, owed his good fortune to his skill in 
Chess. He was of very low extraction, but having 
accidentally learned the game, he improved so ra- 
pidly, that Don Marano, being informed of young 
Greco's aptitude for Chess, took him to his house, 
and treated him as kindly as if he had been one of 
his relatives. Under his guidance and tuition 

Greco improved so much as nearly to rival hit 

i 

master. 

• * * 

4 * * 

Some time after Greco went to Paris, and beat 
the best players in that city, among whom were 
the Duke de Nemours, La Salle, &c. In the 
Mercure Galant for June l683, appeared the fol- 
lowing lines, addressed to Greco, on his skill in 
Chess: 

" A peine dans la carriere 1 
Contre moi tu fais un pas, 
Que par ta demarche fiere, 
Tous mes projets sont a bas : 
Je vois des que tu t'avances, 
C6der toutes mes defenses, 
Tomber tous mes champions ; 
Dans ma resistance vaine, 
Roi, Chevalier, Roc, et Reyne, 
Sontjnoindres que des Pions." 



« 
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Great tied in the East Indies, and bwpeatbed all 
hi? property to the Jesuits ! 

H» treatise was first published in Louden, by 
Ilerringman, in 1656; but that edition is ex- 
tremeiy imper!ect« £x;%*eral complete edttjons were 
subsequently primed at Paris and Amsterdam. 
Very littJe improvement is to be derived from his 
treatise, as he directs only the attacking player to 
move properly ; his method of attacking is how- 
ever remarkably skilFuI. 

In 1737, Philip Stamma, a native of Aleppo, 
published at Paris, a small work containing a hun- 
dred Situations or ends of games : many are re- 
markably instructive, and ought to be known by 
every amateur : others, there is every reason to 
believe, never occurred in the course of a game, 
and it may be doubted whether they could occur. 

Stamma was in London in 1745, and published 
an improved edition of his treatise: beside the 
hundred Situations it contains seventy-four debuts, 
or methods of opening a game : five or six of them 
are extremely useful and truly scientific ; all the 
rest are very inaccurate. There is a singular 

Digitized by 



- 

^affectation in his directing the White (who has 
invariably the first move) to begin his attack so 
incautiously that it always ends in his defeat, ft 
is not unworthy of remark that in the French 
edition, he says, in commenting upon Greco's 
gambits : " Pefsomie ue joue le gambit & moins 
qu*il ne vedille perdrfc, ou %\vC'\\ ne joue contr^ 
<juelque novice." " Nobody plays the gambit, 
unless he wish to lose, or unless he play Against a 
bungler." And yet in the London edition, he as- 

« 

serts that the very test method of opening the game 
is to play the Queen's Pawn two steps, and thea , 
the Queen's Bishops Pawn two steps, &c. Is 
pot that a gambit ? 

* « 

Stamina played ten games with Philidar, and 
won only two. 

■ 

In 1749, Philidor published the first edition 
of his " Analysis of Chess." The celebrity which 
this highly finished player acquired is such, that 
he has generally been considered the most scientific 
player of the age : he likewise obtained consider- 
able fame by playing /n/<rgames,and sometimes three 
gamQS at once, without seeing cither of the boards*. 

vol. u A 
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*' V Analyse du • Jeu des Echecs," or " The 
Analysis of the Game of Chess/' has gone through 
several editions : it is unquestionably a very valu* 
able work, but it \s of use only to good players. 
Let any one, who may be disposed to contradict 

■ 

this assertion, carefully examine the first game, 
and he will readily acknowledge that none but a 
very good player can profit by the rules laid down 
in the notes, or appreciate the skill which the 
player of the White evinces in sacrificing one of 
bis Rooks for a Knight, as Philidor directs him to 
do at the twenty-fourth move. Indeed the White 
yrins solely by the very scientific method in which 
he plays his Pawns ; and it may be asserted that 
no common player can derive any benefit from it. 

Philidor said, that he who had the Jirst move, 
ought to win the game. All other writers on 
Chess concur in opinion, that, if both parties play 
equally well, the game ought to be drawn. With 
the utmost deference to Philidor s judgment, his 
assertion does not appear to be justified expe- 
rience ; and it seems easy to prove, that the playetf , 
who has the first move can not gain any advantage* 
by bis attack, if his opponent adhere to a regular 

Digitized by Google 



•ystem of defence, which Philidor has certainly 
analysed with a less degree of care than he has be- 
stowed on the attack. 

To corroborate this assertion, it is sufficient to 
examine a few of his games, and it will be seen> 
that, if the player of the Black were to play pro- 
perly, it would be in his power to oppose success- 
fully his adversary's attack. 

Philidor reprobates two moves, which have 
had the sanction of almost every other skilful 
player ; and it does not appear that he has clearly 
pointed out their impropriety. The two moves 
are, playing the Kings Knight to its Bishop's third 
square, the second move ; or, instead of it, the 
Queen's Bishop's Pawn one step : " Either of these 
moves," says Philidor, " is very bad play for him 
who has the first move, as he loses the attack in 
consequence of it." It. is presumed that the 
examples which he has adduced are insufficient to 
prove his assertion. 

Philidor says, that the King's.gamhit, when 
properly attacked and defended, ends in a drawn 

A 2 
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game. The members who composed the cde«* 

* 

brated Academy of Chess at Naples, after 8 most 
careful analysis, gave it as their opinion, that he 
who plays the gambit ought to lose the game. Ex- 
perience tends to confirm their decision : the 
King's gambit is an instructive game, replete with 
critical and remarkably striking situations, and 
very few players know how to defend it ; but when 
the defence is correct, he who attacks has in- 
disputably the disadvantage: Salvio's proverb is 
well known ; " Gambitto a giuocator nonfarsi lice" 

♦ 

Philidor says that a player remaining at the end of 
a game, with a Knight or Bishop against a Rook^ 
may draw the game : it is generally true, but it re- 
quires very good play, and it is surprising that PAi- 
lidor should have omitted to teach the amateur how 

b 

to defend himself in that conjuncture. 

In 3 750 a treatise, entitled "Practical and 
theoretical Observations on the Game of Chess" was 
published at Modena. The author chose to con- 
«>eal his name, and it is difficult to assign a satis- 
factory reason for his diffidence, for it is unques- 
tionably a publication of great iperit, and real 
utility. 
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j ; 
Giambatista Lolli, a native of Bolognd, 

published a voluminous treatise on Chess, in 1763* 

He appears to have/ been an indefatigable, and a 

very good, player, /for he has evinced as much 

patience as skill in jinalysing situations remarkable 

for their intricacy. 

Cozro's work, published ift J 708, is but little 
known, though it is not devoid of merit. He ap- 
to have made copious extracts from Carrfra. 



Several very good players, who met at the 
u Caffi dc la RJgence;' at Paris, compiled a 
treatise on Chess, in l?8(). It contains many 
gauges in which one party is made to receive 
the various odds given in this game. The au* 
thors have evinced more science in those games 

m 

than in any other part of their work, which, 
nevertheless, may afford much instruction to be- 
ginners. There appear ipany objections to their 
method of expressing the different moves by the 
first eight letters of the alphabet. Thus for in- 
stance, P. E. 4. means that the player of the IVIdtt 
has moved his King's Pawn two steps, and P. E. 5. 
denotes the same move for the Black* This me- 
thod occupies less space than that which Philidor 

A3 
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has followed, but it is greatly inferior to it in per— 

< 

spicutty : to beginners it is particularly puzzling, 
and even they who understand it can not so readily 
discover the essential moves, as if they were ex r 

V 

pressed in words. 

« 

The principal players who assisted in compiling 
that treatise were Carlier, Leger, Bernard, \nd 
Verdvnu The latter died at his apartments in, 
Panton Street about four years ago ; he was inconj- 
testably a player of the first order. 

* m 

E. Stein, a German, residing in Holland, 
published a work on Chess, in I/89; it contains, 
besides, what he is pleased to call "Reflexions 
Militaires," intended to point out the analogy be- 
tween Chess and the military art. The plan of 
Steins work is very good, but the execution of it 
is extfemely indifferent. In his rules for playing 
pawns at the end of a game, he is frequently in- 
correct, and some situations, which he pronounce^ 
to be drawn games , may vfery easily be won. 

■ 

During the last eight years, several publication? 
on Chess have made their appearance in this fne- 
tropolis. One x>f them, which was. published in 
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\7Q9> a most extraordinary production. The 
Author seems to have acquired his very slender 
knowledge of Chess in some distant region, where 
the game is played the reverse of what it is in 
Great Britain, France, Holland, Italy, Germany, &c. 

The author, justly disgusted with the vulgar 
names of Pawns, Rooks, and Queens, has adopted 

the more dignified appellations of " Commoners r 

• * * * 

"Peers!!" and " Ministers !! T He is above 
using the hackneyed expression, the King castles, 

- 

and instead of it he substitutes " the King closets. 1 ' 
It must be readily allowed that there is something 
mightily noble and sonorous in the following sen- 
tences, " The White Minister takes the Black 
Peer .-" — " The Black King closets on bis Minister'* 
side!" &c. 

But there are some points of greater importance, 
in which this writer has the merit of differing in 
opinion from every chess-player ; for instance, he 
suggests the propriety of castling (or more ele- 
gantly, " closeting*) when the King is in check f 
and even though the Minister should be betwjbbk 
the King and the Peer !! ! 

s 

A4 
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Of his skHl as a chess-pfayfcr take the folfowfeg 
as specimens ; : - , \ • ' 

Game the first (from the edition et 

m 

1 . V 

- *• 

" JV. The King's Commoner two squares. 
B. The same. 

2. 

a TV. The Minister's Commoner one square. 

" B~ The King's Knight's Commoner one square* 

» 

« W. The King's Knight at King's Kshofte thir4 
square. . . • . J. 

u B. The King's Bishop's Commoner two squares^ 

* IV. The King's Commoner takes die Black Com- 
moner. 

<* B. The King's Knight's Commoner takes the 
White Commoner. 

w W. TheKing'sKnighttakestheBlack Cdmmoner. 
The Ministers Commoner one square. 

«* 7f. The King's Knight at the King's- Bishop'* 
third square." (a). 
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(ty Instead of this prudent and masterly retreat, 
the White may win the game in two moves; 

/F. The Queen to the adversary's Kiug*s Rook's 

fourth square, giving check. 
B. The King can move ohly to his ! second sqtfare. 
IV. The Queen to the adversary 1 * Kings BisHop*s 

second square, giving check-mate ! 

The author, desirous of exfrih&og skilful 
combinations, disdained giving sq speedy a'cbfcck* 
mate ! that very game ends by a truly masterly 
move.; the player of the Black, while his JCing if 
in cheeky cc closets" so a propos, that hie adver- 

• i 1 i 

i 

sary is enabled to check-mate him the very next 
move! And the author, in a sapient note, ob- 
serves, that " closeting it not always a measure of 
safety ! r Few players witt renture to cfcny the 
sagacity of that observation. 

In 1804, the same gentleman revised a new 
^dition of Philidor's Analysis of Chess, and favoured 
the public with a few of his own games, which he 
terms "Progressive Examples" Tha following 
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extract affords another specimen of the author's 

■ 

uncommon skill, 

»■.■'« 

The game begins page 82, and is continued (as 
a back-game) page 9 J . 

"J3. The King's Pawn two squares. 
« /P. The same. 

* . • 

u B. The King's Bishop to its Queen's Bishop 9 * 

fourth square. 
« fT. The same. 

3. 

* B. The Queen to the adversary's King's Rook's 

fourth Square. 
*• The Queen to her King's second square. 

t 

1 • ■ ■ * >f „ 

•a • 

?*2J. TheKingsKnighttoitsBishop'sthirdsquart. 
« IV. The Queen's Pawn one square. 

5. 

" B. The King's Knight to the adversary's King's 

* • * 

Knight's fourth square. 

• ( i 

« /T, TheKing's Knight to its Bishop's third square. 
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i 

. . 6. 

" B. The King's Bishop takes the King's Bishop's 

■ 

Pawn, and checks. 
" JV, The Queen takes the Bishop ! 

7. 

" B. The King's Knight takes the Queen I ! 
t€ IV. The King's Knight takes the Queen. 

m » 

8. 

" B. The King's Knight takes the Rook," &c. 

r 

The sixth move of the White and the seventh 
move of the Black would disgrace an amateur whq 
had played only a fortnight ; the player of the 
White is directed to take the Bishop with his 
Queen, in doing which he of course places her en 
prise of his adversary's Knight and Queen, but 
mark the sequel — if the player of the Black take 
the White Queen with his, he gains her for a 
Bishop, and must win with the greatest facility ; 
instead of that simple move, the author has directed 
the player of the Black to take the White Queen 
with his Knight! thus leaving his own Queen to b% 
captured by the adversary's Knight // 
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The improvements which the author of the fbt- 
lowing treatise has attempted are : 

A regular system *>f defence agaitot the attack 
commonly gained by the first move. 

i ' . . . * ' m . . > ' 

An analysis of the moves censured by Philidor. 

# 

The author endeavours to prove, that playing 
the King's Knight to its Bishop's third square, the 
second m&v6 y i% very good play; and also, that 
the player who plays his Queen's Bishop's Pawn 
ene stdp> : ttie second move, does not play ill, even 
fliotigr fcfc adversary should play his Queen's 
Pawns two steps. ; * 

The method of dftiutlrig a game With a Bishop 
4r Knight ugakmt a 

Xhe method of drawing a gajne with Bishops 
agaj«§t* Qaeen. . „. ■ ,. tJ . . . P> 1 • 

The method of winning with a Queen against 

• mo . - •" * : :. ••■ t >'.. • J 

both Knights. 

, . ' - ■ ■ V ir a i • 

A great variety of examples, teaching the most 
approved system of playing pawns at the end of * 
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game. To this important department the auiliof 

has devoted particular attention* 

He has also inserted the most expeditious me* 
thod of check-mating with a Book; with both 
Bishops ; and with a Knight and Bishop. 

♦ 

Convinced that a collection of critical and re* 
markable situations, or ends of games, wi^ prove 
highly entertaining and instructive to amateurs, 
the author has selected seventy-eight; 6omQ„of 
tvhich have never been published ; and h$ b^s in- 
cluded a few situations in which a skilful player 

r 

may compel his adversary to stale-mate him, and 
some in which he can even oblige his antagonist 
to check-mate him. These situations will not 
greatly improve amateurs, unJess they attempt (p 
find out the method of winning without look- 
ing at the solution ; the author has therefore 
deemed it eligible to insert the situations in the,/?™* 
volume, and the solutions in the second: and he 
earnestly recommends amateurs to seek diligently 
for the proper moves, without having recourse to 
the hey : the improvement which they will derive 
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from adhering to that system will amply compensate 
them for their trouble, 

r 

The author can not conclude without acknow- 

« ' 

ledging the assistance which he has derived from 
several of the works which he has mentioned ; 
particularly " Practical an3 theoretical Observa- 
tims on the Game of Chess" published at Modena 
in i750. 

* 

Extremely fond of Chess, and anxious that it 
should be more generally played, the author's 
utmost ambition is to facilitate the study of that 
noble, but difficult, game ; and he hopes that his 
endeavours will meet the approbation of amateurs 
and scientific players ; with a great many of whom 

a, 

he has frequently had the honour of contending 
" on the checkered field." 

N. B. In all directions for playing, the author 
has used the preposition to instead of at : the vert> 
move being evidently understood, the phraseology 
of " m<rvt the King's Knight at its Bishop's third 
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square/* is grossly improper. It is a complete 

gallicism. 

In the seventy-eight situations, the word at has 
been retained ; no movement of the pieces being 
implied, but merely their position described. 
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LAWS 

* 

- 

OF 

THE GAME. 



1. 

The Chess-board must be placed in such a man- 
ner, that each player may have a white square on 
his right hand ; that is to say, the player of the 
white pieces must have his King's Rook on a 
white square ; and consequently the player of the 
black pieces will have his Queens Rook also on a 
white square. If the chess-board be improperly 
placed, and either of the players perceive it before 
four moves on each side have been played, he has 
a right to insist on the chess-board's being properly 
placed, and on re-commencing the game ; but if 
four moves have been played, the chess-board 
must remain in that position during the whole of 
that game. 

2. 

ie pieces or pawns be improperly placed, the 
player who first perceives it may insist upon the 
mistake's being rectified, provided four moves on 
each side have not been played; for, after the 
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fourth move, the pieces must remain as they were 
placed. 

If a player begin a game without having all his 
pieces, and if he do not perceive it until the fourth 
move have been played, he must finish the game 
without the pieces or pawns which he has for- 
gotten. 

If a player agree to give the odds of a piece or a 
pawn, and, notwithstanding that, should begin the 
game even, he shall not be allowed to take the piece 
or pawn off the board, which he was to give to 
the inferior player ; but, on the contrary, he shall 
be obliged to finish the game with all his pieces : 
and the inferior player shall not lose that game ; 
for even if he should be check-mated, it shall be 
considered as a drawn game. 

5- 

When the game is played even; the players 
must draw for the first move : after the^m game 
the move belongs alternately to each player. 

N. B. In Germany, he who wins the game has 
the advantage of playing first the next game, 
but this seems unfair. 

The player who gives odds has always the ad- 
vantage of the move ; except, of course, in those 
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games where the move is also given to the inferior 
player, such, for example^ as the Pawn and move, 

«■ . ■ • ■ 

When a player has touched a piece, he must 

move it, unless, at the moment of touching it, he 

should say, " J'adoube ;" if a piece be not placed 

exactly in the centre of its square, or if it should 

fall, the player must say " Tadouke" in placing 

it properly ; else his adversary may compel him to 

play it. 

8. 

As long as a player holds 9 piece, he is at liberty 
to play it where he chooses ; but when he has let 
it go, he can not recal his move. 

If a player touch one of his adversary's pieces, 
without saying " J'adoube" he may be compelled 
to take it : if the piece can not be taken, the player 
must move his King ; and, if neither the piece 
nor the King can be moved, no penalty shall be 
inflicted. 

♦ 

10. 

If a player should, by rfiistake, play one of his 
adversary's pieces instead of his own, his adversary 
may compel him either to take it (if it can be 
taken), to replace it where it was, or to let it re. 
*nain where he played it. 

it 
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11. 

If a player take one of his adversary's pieces 
with a piece that can not take it, without a false 
move, his adversary may compel him either to 
take it with any other piece, or to play the piece 
which he touched. 



If a player take one of his pieces with another 
of his, his adversary may oblige him to play either 
of the two pieces. 

J3. 

. If a player make a false move, his adversary 
iftay oblige him either to let the piece remain where 
hfe played it, or to play it on some other square. 
Or, if the adversary should prefer it, he has a right 
to oblige the player, who made a felse move, to 
replace the piece where it previously was, and to 
play the King instead of it. 

< 

14. 

• 

If a player should play two successive moves, it 
is in his adversary's power to oblige him to put 
. back the second move ; or, if he choose it, he may 
insist on continuing the game, as if only one move 
had been played. 

3 . 
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A Pawn that is pushed two steps may be taken 
£€ en passant" by the adversary's Pawn. 

N. B. This is not the case in Italy ; a Pawn is 
allowed to pass " en prise ; n and that is called 
" passar battaglia," 

» 

i 

10. 

The King must not castle; 1st, if he have 
moved ; 2dly, if he be in check ; 3dly, if any of 
the squares, over which he moves in castling, be 
upder the power of one of his adversary's pieces ; 
and, 4thly, if the Rook have moved. A player 
who castles in either of these four cases, must put 
back the move; and his adversary may compel him 
to play either the King, or the Ropk, with which 
be intended to castle. 

. It is almost unnecessary to obsenre, that, when 
&e King. castles with his Rook, the King must be 
placed on the Knight's square, and the Rook on 
the Bishop's square: when he castles with the 
Queen's Jlook, the King is to be placed on the 
Queen's Bishop's square, and the Rook on the 
Queen's square. This is the only method of castling 
which is allowed in Great Britain, France, and 
Hollaud ; but in Italy, and other parts of the con, 
tinent, a player may castle in four different ways ; 
1* The King at the Knight's square, and the 
Sook at the Bishop's square, % The Kjng ?t the 

B 3 
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Knight's square, and the Rook at the King's 
square. 3. The King at the Rook's square, and 
the Rook at the Bishop's square ; and, 4t; The 
King at the Rook's square, and the Rook at the 
King's square. These different methods of castling 
render the game remarkably interesting. If the 
third method of castling were allowed in pjayjfig 
Cunningharris Gambit, the attack would perhaps 
be irresistible. 

If a player touch one of his pieces which can n<* 
be moved without placing his King in check, he 
must play his King ; and if the King cs^n not mow, 
ijo penally i&to be inflicted. 

• ■ 

§ » 

- vWhene\«er ( a .player attacks his adversary's King* 
he must say " Chech ;" and if he forget to ^ay it, 
the adversary needs not move his King, or take no- 
tkje of the check ; and if the player, who did not 
say 5 f Chech; 9 should, on the next move, attack the 
Queen, or any of his adversary's pieces, and say 
" Check" the player, whose Kirig is in etadg 
may put back his last move, and, instead of i£ 
remove his King, or cover the check. 

But if a player should carelessly move his King 
in check, it is difficult to determine the penalty 
which he incurs by it. The author of this treatise, 
when a beginner, committed that mistake wbiW 
playing against Mr. Verdtm, who immediately 




Digitized by Google 



attacked his Queen, at the same time saying 
" Check" and of course took the Queen the next 
move. Mr. Verdoni added, that rule was uni- 
formly followed at the Chess-club at Paris. 

fer ; ; • ; ] 9 . '-' : S : , : ' ■ 

If the King have been in checfk during two or 
more moves, and it be not possible to ascertain 
how it happened, he, whose King is in check, 
may, as soon as he perceives, it, put back his last 
move, and remove his King, or cover the check. 

If a player say u Chech" without giving check, 
and his adversary should in consequence move his 
King, or touch any piece to cover the check, and 
should afterwards perceive that he is not in check, 
he may put back his last move, provided his op- 
ponent have not already played his next move. 

21. 

If a player have moved, previously to perceiving 
a false move, or any other mistake which his ad- 
versary may have committed, he can no longer 
insist on the penalty : he should have noticed the 
mistake before he moved or even touched a piece. 

22. 

When a player has pushed a Pawn to Queen, he 
is at liberty to make a second Queen, a third Rook, 
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or any other piece which he may deem more use- 
ful for his attack or defence. 

N. B. This rule has been observed from time 
immemorial ; and there are several examples 
of a player's having two Queens in Greco's trea- 
tise. Some persons, who wish to be singular, 
pretend that a player who passes a Pawn to 
Queen, can not call for a Queen unless he have 
lost or exchanged his own ; and they say, that 
a player can call only for the piece which he has 
lost. Many examples may be given where a skil- 
ful player will push a Pawn to Queen before any 
exchange has taken place ; in that case, what will 
the Pawn be called, and of what use will it be to 
the player? Will any person, who knows some- 
thing of the game, venture to say that the Pawn, 
when it has once reached the adversary's line, 
must remain there a non-descript, until an ex- 
change take place ? Again, suppose a player 
shoald have exchanged only his White Bishop, and 
the Pawn should reach a black square, what is it 
to be ? But it is useless to expatiate any further 
on an absurdity. 

* » ■ . 9 4 

23. 

At the end of 9 game, whep a, player remains 
with a Rook and a Bishop against a Rook ; with 
both Bishops, or with a Knight and Bishop 
against the King, &c. if he can not check-mate 
his adversary in fifty moves, the game will be 
considered as a drawn game. 
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B*t, if a playqr QBgage to check-mate his adver- 
sary with a marked pawn, or with any particular 

piece, the number of moves is then unlimited. 

■ • 

■ • • ■ — 

7 J t \ \ m - . 1 

If the King be stale-mate, the game is a drew?* 

* « # » , - 

game. 

Formerly, at Pardons Hotel 9 where several of the 

*C ....... w « • 

first players in Europe held a club, he who stale- 
mated his adversary the game : on the contrary, 
in Turkey, he who stale-mates his adversary wins 
the game. In France, Italy, Germany, &c. stale- 
mate has always been considered a drawn game. 

It seems totally repugnant to the nature of chess, 
that a player should win the game, because his* 
adversary has stale-mated him. If it were gene- 
rally adopted, every player might have a twofold 
object in view, thtitof check-mating his adversary; 
or that of compelling his adversary to stale-mate 
Mm. 

Philidor says, that, in an edition of Greco's 
Treatise, published in London in l656, stale-mate 
is considered a won game, but that edition is in- 
complete, edited by a person who knew nothing 
qf chess, and who was even ignorant of Greco's 
name, for he calls him Biochimo, instead of Gio- 
chimo: it is beside unquestionable, that Greco 
followed the rule adopted by all Italian players of 
eminence, such as Paolo Boi ; Lionardo da Cupr! ; V . 
Salvio ; purera ; Marano j Gianutio, &c. ; and 
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they uniformly considered stale-mate as a dfttwn 
game. 

An extremely insignificant treatise, compiled by 
Jos. Barbier, in the seventeenth century, says, 
that " He that hath put his adversary's King into 
a stale, loseth the game :" and he assigns the fol- 
lowing sapient reason, " Because he hath disturbed 
the course of the game, which can onl\ end 

WITH THB GRAND CHECK-MATE !" It Would be 

■ * 

difficult to devise any argument more effectually 
subversive of his hypothesis. 

25. 

Should any dispute arise between two players, on 
the subject of a move, not referred to in any of 
these laws, the by-standers, who are not interested 
in the game, are to be applied to, and their deci- 
sion ought to be considered as binding to both 
parties. • 



Digitized by Google 



BOOK I. 

CONTAINING 

DIFFERENT METHODS OF OPENING THE CAME ; 
AND TAKING AN ADVANTAGEOUS SITUATION, 
IN THE FIRST TWELVE OR FOURTEEN MOVES* 
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FIRST GAME. 



White. The K. P.two s 
Black. The same. 



tepe. 

i 7 



2. 



. ■ 



The K. B. to the Q. B. fourth square, 
B. The same. 

3. 

JF. The Q. B. P. one step. 

£. The K. Kt. to its B. third square, (a) 

W. The Q. P, two steps. 

£. The K. P. takes the Q. P. (b) 

■ 

■ 

s. 

W. The K. P. one step, 

B. The K. Kt. to the adversary's K. fourth 
square. ( c) 
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OR REMARKS 

• j 

On some of the most essential Moves. 

• * 

Few Players know h6w to defend themselves 
against an attack ; this Book is intended to enable 
the Player who has the first move, to avail hiiri* 
self of the mistakes which his adversary will pro- 
bably commit, and to pursue a steady and regular 
svstem of attack, 

m * - * 

The mistakes which the Player of the Black 
commits will be pointed out, and it will be shown 
in the Second Book % that, if the Black had played 
properly, the White could not have continued 
his attack. 

N. B. Throughout the work the second person 
will denote the fVhite ; and the third person the 
Black. 



(a) This move, though very generally played, 
even by good players, is certainly a bad move* 

(b) If the Black were to retire his King's Bi- 
shop, to his Queen's third square, you would win 
a piece, as will be shown in a Back-game, begin- 
ning at the fourt h move of the Black. 

(c) Instead of this move the Black might play 
the Queen to his King's second square ; or his 
Queen's Pawn two moves ; but you would never- 
theless have the best of the game, as will be de- 
monstrated in two Back-games beginning at the 

Jifth move of the Black. 
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6. 

W. The K. B. takes the K. B. P. and gives 

check, (d) . , 

B. The K. takes the B. ' ' ' ' 

: • . 7. • . •• - ■ 

W. The Q. to her K. B. third 6quare,giving check. 
B. The K. Kt- covers the check at its B. third 
square. 

8. 

W. The K. P. takes the K. Kt. 
B. The Q. takes the K. P. at her K. B. third 
square. * " . ■ 

9. 

W. The Q. gives check at the adversary's K. R. 

fourth square, (e) 
B. The Q. covers the check at her K. Kt. third 
' square. 

10. 

W. The Q. takes the K. B. 
B. The Q. takes the K. Kt. P. 

W. The Q. to the adversary's K. B. fourth square, 

giving check. 
B. The K. to his square. 

' 12. 

IV. The Q. to her K. B. third square; and you will 
win the game, whether the Black exchange 
Queens or not. 
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(d) Instead of this move, you might play your 
King's Bishop to the adversary's Queen's fourth 
square ; but he would then sacrifice his Knight for 
three Pawns, as ^ill be shown in the second Book. 



(e) It seems that if you were to give check at 
the adv. Queen's fourth square, you would like- 
wise win the Bishop ; but he would cover the 
check with his Queen at his King's third square, 
and giving you check at the same time, you would 
be compelled to exchange Queens. 



Di 



FIRST BACK-GAME, 

Beginning at the fourth move bf th* Black. 

» * / * 

l 9 

4* 

jB. The K. B. to its Q. third square. 

JF. The Q. P. takes the K. P. 
B. The K* B. takes the Q. P. 

TV. The K. B. P. two steps. 

B. The K. B. to its Q* third square* (a) 

Jf. The K. P. one step. 

i?. The Q. to her K. second square. 

8. 

/F. The same; and of course you will win a 
piece. 



SECOND BACK-GAME, 

Beginning at the fifth ?«ore of the BlacL 

5. 

B. The Q. to her K. second square. 

6. 

IV. The Q. B. P. takes the K. P. 
B. The K. B. gives check at the adversary's Q. 
Kt. fourth square, (bj 
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(a) If the Black w$re to, take your King's Pawn 
with his Knight, you mw^y your Queen to the 
adversary's King's Rook's Fourth square, and you will 
certainly gain a piece. 



(b) If, instead of giving check with his King*s 
Bishop, he were to retire it to his Queen's Knight's 
third square, you should play your Queen to your 
■ King's second square, and your situation would be 
much better than his. 
vol. i. c 

♦ < 
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7. 

/. The K. to his B. square, (b) 
B. The K. Kt. to the adversary's K. fourth 
square, (c) 

8. 

W. The Q. to her K. Kt. fourth square. 
B. The Q. B. P. one step, (d) 

W. The Q. takes the K. Kt. 
B. The Q. P. two steps. 

10. 

TV. The K. B. takes the Q. P. " : 

The Q. B. P. takes the K. B. 

11. .; 

W. The Q. takes the Q. B. P. and must win the 
game, having the advantage of two Pawns, 
and a good situation. 



THIRD BACK-GAME, 

\ 

Beginning at the fifth move of the Black. 

5. 

» • • • • 

2?. The Q. P. two steps. 

6. 

W. The K. P. takes the K. Kt. 
jB. The Q. P. takes the K. B. 
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(b) This move may appear bad to some players, 
who thirik that it is indispensably necessary to 
castle \ it is however the only move by which 
you are enabled to preserve your attack : if you 
were to cover the check with your Queen's Knight, 
the Black would play his King's Knight to your 
King's fourth square, make two exchanges, and 
then push his Queen's Pawn one step, which would 
totally destroy your attack, and disunite your Pawns. 

- If you covered the check with your Queen's Bi- 
shop, the Black would nevertheless play his King's 
Knight to your King's fourth square, and, after 
having exchanged both hisKing'sBishop and King's 
Knight, he would push his Queen's Pawn one step. 
But by moving your King, he finds himself 
obliged to remove his King's Knight (which re- 
mains en prise), and he can play it only to your •- 
King's fourth square, or to its own square ; either 
of which moves gives you by much the best of the 
game. 

(c) If the Black, instead of playing his King's 
Knight to your King's fourth square, play it to its 
own square, you must play your King s Knight to 
its Bishop's third square, and your situation is 
greatly superior to that of your adversary, as his 
pieces are confined : if he play his King's Bi- 
shop's Pawn, you must play your Queen to her 
Knight's third square ; and if, instead of the King's 
Bishop's Pawn, he should play his Queen's Pawn 
one step, you will win either his King's Bishop e>r 
his Queen's Knight, by giving check with your 
Queen at her Rook's fourth square. 

(d) If the Black, at the eighth move, should 
play his King's Knight to his Bishop's third square, 
you must not take it with your King's Pawn, but 
you must take the adversary's King's Knight's 

c 2 
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The to* the adversary^ l£. Si fourth' square. 
4*. The to her third square, (a} 



rr. The K. P. takes* the K. £t'. P. 
J5. The K. R. to its Kt. square. 

/F. The Q. takes the K. R. P. 

J?. The Q. gives check at her K. fourth squsfre. 

W. The K. Kt. covers the check at his K. second 
square. 

B. The takes the K. P. at her K. Kt. second 
square, (b) (c) 

r • 

— \ • * 

J • 

W. The Q. takes the Q. 
B. The R. takes the Q. 

/F. The Q B.P. takes the K.P. at your Q: fourth 

square. r 
J5. The K. B. gives check at the adversary's Q 

Kt. fourth square. 

13. 

IV. The K. at his B. square ; and in that situation 
you have much the best of the game. 
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Pawn with your Queen, and then the Kirg's Knight 
with your Qtteen : if you took it with the Pawn, 
your adversary would check-mate you with his 
Queen at yourJECing's square. 

. » 

fa) If the Black, instead of this move, were to 1 
play his King's Bishop to its Queen's Knight's 
third square, or, if he supported it with his Queen's 
Knight's Pawn, you would win the game, by ta- 
king the King's Knight's Pawn with your King's 
Pawn, and then the King's Rook's Pawn with your 
Queen. And if the Black, at the seventh move, 
retired liis King s Bishop to its own square, you 
should first give check at the adversary's King's 
fourth square, aed then take the. King's Knight's 
Pawn with your King's Pawn, by which means you 
would gain either the Ijtook or the Bishop/ 

(b) If tjie Blapk wer* to Jet his King's Rook 
remain en prise, and played his King's Pawn to 
your Queen's third square, you should take his 
Rook, giving check; and you might easily make 
a second Queen, and win the game. 

(c) If the 9Jack take the Pawr^ with hi? Rook, 
instead of taking it with his Queen, you mast 
first give check with your Queeft at the adversary's 
King's Rook's square, and then with your Queen's 
Bishop's Pawn take the adversary's King's Pawn 
which i§ at your Queen's fourth square. 

m 

I 



I 
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SECOND GAME. 

I. 

W. The K. P. two steps. 
2J. The same, 

2. 

JP. The K. Kt. to its B. third square. 

B. The Q. Kt, to its B. third square, fa) 

3, 

TV. The K. B. to its Q. B. fourth square. 
£. The same. 

A. 

W. The Q/B. P, one step. 

J5. The K. Kt. to its B. third square, 

W. The Q. P. two steps. 

B. The K. P. takes the Q. P. ^ 

6. 

/r. The Q. B. P. takes the K. P. 

£. The K.. B. to its Q. Kt. third square, (c) 

7. 

/f. The K. P. one step. 

J5. The K. Kt. to the adversary's K. fourth 
square, (d) 
- 8. 

iV. The K. B. to the adversary's Q. fourth square. 

B. The K. B. P. two steps, (e) 
4 
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(a) This is the bpst method of* deifenditig the 
King's Pawn. It will be proved in several subse- 
quent games, that if the Black support his King's 
Pawn in any other manner, he must lose the game. 

(b) If, instead of taking your Queen's Pawn, 
he should retire his King's Bishop either to his 
Queen's Knight's third square, or to his Queen's 
third square, he would lose the game ; this will be 
demonstrated in the first and second Bach- games, 

beginning at the fifth move of the Black. 

w . •- . • 

\ • * 

(c) The Black loses the game by this move; 
he ought to have given you check with that Bishop. 
This will be analysed in the Second Book. 

(d) There will be two Back-games beginning At 
this move, as the Black might play his King's 
Knight to the adversary's King's Knight's fourth 
square, or to his King's Rook's fourth square. 
But if, instead of moving his Knight, he had 
played his Queen to his King's second square, you 
ought immediately to have castled ; and your si* 
tuation would have been very advantageous. 

(e) Tf, instead playing the King's Bishop's 
Pawn two steps, he were to give you check with 
Bis King's Bishop, your best move would be to play 
your King to his Bishop's square, . . 

VOL. I. # C 4 
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W. The K B. takes the K. Kt. 
B. The K. B. P. takes the K. B. 

10. 

W. The Q. B. to the adyersary's K. Kt. fourth 

square. 

B. The Q. Kt. to its K. second square. 

11. 



JV The K. Kt. to its R. fourth squnrc. 
B. The K. Kt. P. one step, (f) [ 

12. " ; -' s 

IV. The K. Kt. to the adversary's K. B. fourth 
square. 

B. The K. Kt. P. takes the Kt. / 

13. * 
W. The Q. gives check at the adversary's K. R. 

fourth square. 
B. The K. to his B. square* 

14. 

W. The Q. B. gives check at the adversary's K. R. 

third square. 
B. The K. to his Kt. square. 

15. • " • 
fV. The Q. gives check at the adversary's K. Kt- 

fourth square. 
B. The K. to his B. second square, (g) 

6. 
. 

W. The Q. gives check at tHe adversary's K. Q. 

- 

third square. 
B. The K. to his square. 
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(J) The fifth and sixth Back-games will begin 
from this move, as the Black might have played 
either his Queen's- Pawnor his King's Root's 
Pawn, one step. 



(g) If he should interpose his King's Knight, 
you must take his Queen, giving check, and then 
" play «your Qtieert -to hi* Bishop's thiitl square,. &c. 
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/F. The Q. takes the K, R. and gives check. 
B. The K. at his B. second square, (h) 

18. 

W. The Q. gives check at the adversary's K. B. 

third square. 
B. The K. to his square, (i) 

19. 

W* The Q. to the adversary's K. B. square, giving 
check-mate. 



FIRST BACK-GAME, 

Beginning at the fifth move of the Black. 

r 

5. 

B. The K. B. to its Q. Kt. third square. 

6. 

/F. The Q. P. takes the K. P. 
5. The K. Kt. takes the K. P. 

7. 

The Q. to the adversary's Q. fourth square. 
jB. The K. B. takes the K. B. P. and gives check. 

m 1 

8. 

/r. The K. to his B. square. 

B. Loses a piece ; being obliged to castle, or to 
play his Q. to his K. second square, to 
avoid check-mate ; and in either case, you 
will take his K. Kt. with your Q. 

Digitized by Google 



(h) If he interpose the King's Knight at its own ■ 
square, you should take it with your Queen, giving 
check; and then by playing your Queen's Bishop to 
his King's Knight's fourth square you will check- 
mate him. 

(i) If to his Knight's square, you will check- 
mate him at his King's Knight's second square. 



Di 



SECOND BACK-GAME, 

..... . 

TiJeginningMt the fifth move of ike, Black. 

r 

5. 

m B. rJiic^K.-f. to, its Q. third square. 

o. 

The Q. P. takes the K. P. 
B. The Q, Kt. takes the Q. P. faj 

7- 

/F. The K. Kt. takes the Q. Kt. 
B. The K. B. takes the K. Kt. 

8. 

IV. The K. B. P. two steps. 

B. The K. B. at its Q. third square. 

9- 

/F. The K. P. one step, and you will gain a piece ; 
but if he were to play his Q. to his K. se- 
cond square, you must also play your Q. to 
your K. second square, for if you were to 
castle, he would give check with his K, B. 
and then remove his K. Kt. 

> 
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(d) If, instead of taking your Queen's Pawn 
with his Queen's Knight, he should take it with 
his King's Bishop, you must play your Kings 
Knight to his King's Knight's fourth square, and 
after he has castled to defend his King's Bishop's 
Pawn, you must then play your King's Bi*hop's 
Pawn two steps, and then your King's Firwn one 
step, &c. 
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THIRD BACK-GAME, 

Beginning at the seventh move of the Black. 

7- 



B. The K. Kt. to the adversary's K. Kt. fourth 
square. 

8. 

W. The K. B. takes the K. B. P. and gives 

check, (a) 
B. TheK. takes the B. 

9- 

TV. The K. Kt. gives check at the adversary's K. 

» 

Kt. fourth square. 
B. The K. to his square. 

10. 

IV. The Q. takes the K. Kt. and the White has 
a good game. 



FOURTH BACK-GAME, 

Beginning at the seventh move of the Black. 

7. 



jB. The K. Kt. to its R. fourth square. 
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(a) It would also be good play if you were to 
move your King's Book's Pawn one square, as he 
would be compelled to retire his Knight to its 
Rook's third square : you should take it with your 
Queen's Bishop, and then play your Queen to her 
second square. 



act 

8. 

W+ The K. Kt. to the adversary's K, Kt. fourth 

square. 
B* The K. castles, fa) 

9- 

W. The Q. takes the K. Kt. at the adversary's 
K. R. fourth square. 

B. The K. R. P. one step, to prevent check- 
mate. 

10. 

W. The K. $t. tafcft &e #.,B: R qaAt yoq will 



very easily win the- game. 




. . • \W !!! ' 

FIFTH BACK-GAME, 

t 

Commencing at the eleventh move of the Black. 

11. 

• • • • ♦ 

B. The R. P. one step. 

12. 

W. The Q. gives check at the adversary's K. R. 

fourth square. 
B. The K. to his B. square, (a) 

13. 

W. The K. Kt. gives check at the adversary's K. 

Kt. third square. 
B. The K. to his Kt. square, (b) 
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(a) Instead of castling, the Black may support 
his King's Knight with his King's Knight's Pawn; 
but, in that case, by taking the King's Bishop's 
Pawn with your Knight, you will compel him to 
lose his King's Rook, 



$ 

■ ■■ 



(a) He may play his King's Knight's Pawn one 
step, instead of moving his King. This will be 
analysed in a Supplement to this Back-game. 

(b) If, instead of playing his King to his Knight's 
square, he should play it either to his square, or 
to his King's Bishop's second square, you must 
take his Rook with your Knight, giving check by 
discovery, &c. And if, instead of moving his 
King, he should take your Knight with his Knight, 
you must take his Queen with your Queen's Bi- 
shop, and you will easily win the game. 

VQL. I. D 

■ 
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14. 

W. The K. Kt. takes the K. Kt. and checks. 
B. The K. to his B. square, (c) 

15. 

Thfc K. Kt, gives check at the adversary's Ki 
Kt*. third square.; ,4nd you will take his Q. 
with your Q. B. the next tnt>ve,-8cc. 



t 4 . 



Supplement to this Back-game. 

12. 

• » » • • 

J5. The K. Kt. P. one step. 

13. 

W. The K. Kt. takes the K. Kt. P. 
J5. The K. R. to its second square, 

14. 

W. The K. Kt. takes the K. Kt. and gives check 

by discovery. 
B. The K. to his B. square, (a) 

15, 

W. The K. Kt. gives check at the adversary's K. 

Kt. third square. 
B. The K. to his square. 

:": J6. 

The Q. B. takes the K. R. P. 
B. TheR. takes the B. 
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(c) If he were to play his King to his Rook's, 
second square, you must check-mate him with 
your Queen at his King's Knight's third square. 



(a) He may also play the following moves : 

« 

14. 

B. The K. R. interposes at its K. B. second 
square. 

1 5 . 

W. The Q. takes the K. R. P. 
B. The R. takes the Kt. (b) 

16. 

W. The Q. gives check at the adversary^ K. Kt. 

third square. 
B. The R. interposes at its K. B second square. 

17. - 
W. The Q. B. takes the Q. &c. 



(I) If the Black, instead of taking the Knight with the 
Rook, should play 

15. 

B. The Q. P. two steps. 

16. 

W. The K. Kt. to the adversary's K. Kt. third square. 
B. The Q. to her second square. 

17. 

W. The Q. gives check at the adversary's R. square. 
B, The R. interposes at its K. B. square. 

18. 

W. The Q. takes the R. and gives check-mate. . . 

D 2 
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17. 

W. The Q. takes the R. 
B. The Q. P. one step. 

18. 

W. The Q. P. one step. 

B. The Q. P. takes the K. P. (or any other move; 
the game being lost). 

19. 

> 

JV. The Q. checks at the adversary's K. B. square. 
2?. The K. to his Q. second square. 

\ : ; * ao. 

W. The K. Kt. takes the Q. P. (at the adversary's 
K. fourth square), and gives check-mate. 



SIXTH BACK-GAME, 

Commencing at the eleventh move of the Black. 

11. 



B. The Q. P. one step. 

12. 

W. The Q. gives check at the adversary's K. R. 

fourth square. 
B. The K. Kt. P. one step, (a) 

13. 

W. The K. Kt. takes the K. Kt. P. 
B. The K. R. P. takes the K. Kt. 

4 
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■ * 



♦ * 



• 'V. ' 



- ■ 



> . • • 



* 

• « « 



fa) Instead of interposing the Knight's Pawn, 
the Black may play his King to his Bishop's square; 
in which case, you must check with your King's 
Knight at the adversary's King's Knight's third 
square, and you will win his King's Knight ; for 
if he were to take your Knight with his Rook's 
Pawn, he would lose his Rook and his Queen. 

But as, at the twelfth move, he may play his 
King to his Queen's second square, the best moves 
will be analysed in a Supplement to this Back- 
game. 
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14. 

W. The Q. takes the R. and checks. 
JB. The K. to his Q. second square. 

15. 

The K. P. one step, giving check. 
B. The K. takes the P. or moves to his Q. B. 
third square. 

16. 

W. The Q. takes the Q. &c. 



Supplement to this Bach-game. 

12. 



ZJ. The K. to his Q. second square. 

13. 

W. The Q. checks at her K.Kt. fourth square. 
J3. The K. to his Q. B. third square, (a) 

14. 

JP. The Q. takes the K. B. P. at her K. fourth 

square, and checks. 
B. The Q. P. ode step, interposipg. 

• - 15. - ' / " 

tt r . The Q. to her B. second square, giving check. 
B. The K. to his Q. second square, (h) 

/r. The K. Kt. to the adversary's K B. fourth 
square. 

JB. The R. to its K. square. " . . t 

■ 
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fa) If he were to retire his King at his own 
square, you should immediately play your King's 
pawn to his King's third square. 



fh) If the Black, instead of playing his King to 
his Q. second square, should play 

15. 

Bf The K, to his Q. Kt. fourth square. 
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17. 

W. The K. Kt. takes the K. Kt. P. 
B. The K. R. to its Kt. square. 

18. 

W. The K. P. checks at the adversary's K. third 
square. 

B. The K. to his Q. third square. 

19- 

W. The Q. B. gives check-mate at its K. B. 
fourth square. 



v 



< 



■ 
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16. 

W. The O. Kt. checks at its R. third square. 
B. The it. to his Q. R. fourth square. 

17- 

W. The Q. B. checks at its Q. second square. 
JB. The K. to his Q. R. third square. 

18. 

W. The Q. to her third square, giving check-mate. 



■ * 
- 
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••- THIRD GAME. : 

r 

JT. TheK.P. two steps. 
i?. The same. 

2. 

/T. The K. Kt. to its B. third square. 
B. Thp Q. P. one step, 

3. 

W. The K. B. to its Q. B. fourth square, (a) 
B. The K. R. P. one step, (b) 

4. 

W. The Q. B. P. one step. 

B. The K. Kt. to its B. third square. 

5. 

W. The Q. P. two steps. 

B. The K. P. takes the Q. P. 

6. 

W. The K. Kt. takes the K. P. 

B. The K. Kt. takes the K. P, (c) 

7. 

W. The K. B. takes the adversary's K, B. P. and 

gives check. 
B. The K. takes the B. 
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In page 23 (note a ) it has teen observed, that, 
when you attack your advsreary'&King^awn wkh 
your Kin^s Knight, he ought tosiTppoT^it wShhis 
Queen's Knight. He may also defend i\ with, 1. 
the Queen's/Pawn ; %* with tbs.QueeJi ; 3/ with 
the King's Bishop ; and 4. with the King's Bishop's 
Pawn. These are all exceptionable moves, as the 
following games, will demonstrate. Tlie first of 
them is very commonly played, and is ^considered 
a good move by Rui Lopez. Philidor also directs 
the player, who has not the move, to .support^his 
King's Pawn t>y playing his Queen's Pawn one 
step, after which he is to play his- KingteBishop's 
Pawn two steps, &c. It seems that our great 
master was in an error in that respect ; and, though 
he did not like to refract from the assertion which 
he made in the first edition of his work, "that 
playing the King's Kajght^to the Bishop's third 
square, was a baumovef headrmtted, in the edition 
of 179©, that the whole 0/ tfot game " wa& not 
very exact." 

(a) It is better to play the Queen's Pawn two 
steps; this will be demonstrated jn.JLhe*yfowr//i 
game. tl c - * A* 

(b) If he were to play his King's Knight to its 
Bishop's third square, you 4tould play your King's 
Knight to his Knights fourtl^ square, and he .could 
not prevent you from gaining a Pawn/ * * 

(c) This is a bad move ; instead of 4&king voir 
King's Pawn h* ought to $ay his : ftiflg's Jish^ 

to his King's second square. 

> 
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8. 

W. The Q. checks at the adversary's K. R. fourth 

square. . ' 

B. The K. to his second square, (d) 

W. The Q. to her K. second square. 
B. The Q. P. one step. 

10. 

W. The K. B. P. one step ; and your game is 
considerably better than your adversary's. 



4 * 



BACK-GAME, 

Commencing at the eighth move of the Black. 



B. The K. to his B. third square. 

W. The Q. checks to her K. R. fourth square. 
B. The K.Kt. interposes at its fourth square, fa) 

10. 

W. The Q. B. takes the K. Kt. and gives check. 
B. The K. R. P. takes the Q. B. 

11. 

W. The Q. takes the K. R. and you will easily 
win the game. 
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(d) As he may play his King to his Bishop's third 
square, the best method of playing will be shown 
in a Back-game* 



(a) If he play his King's Knight's Pawn two 
steps, you must take his King's Knight with your 
Queen. 
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FOURTH GAME. 



1. 

W. The K. P. two steps. 
B. The same. 

2. 

JV. The K. Kt. to its B. third square. 
B. The Q. P. one step. 

3. 

W. The Q. P. two steps. 

B. The K. B. P. two steps, (a) 

4. 

IV. The Q. P. takes the K. P. 
B. The K. B. P. takes the K. P. 

5. 

W. The K. Kt. to the adversary's K. Kt. fourth 
square. 

B. The Q. P. one step, (b) 

, * .... 



• - - « ^ « 



. » ... • 



. 0. . .. 

#7 The Q. P. one step, to the adversary's K. 

third square, (c) 
B. The K. Kt. to its R. third square, (d) 

7. 

W. The K. Kt. takes the K. R. P. 

J5. The Q.B. takes the P. at its K. third square, (e) 
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(a ) Philidor directs this move ; which, he says, 
will give the Black the best of the game. 

(b) If, instead of playing his Queen's Pawn 
one step, he were to take your Queen's Paw/i with 
his, you should take his Queen with your Queen, 
and then check with your King's Knight at his 
King's Bishop's second square, &c. and if, instead 
of taking your Queen's Pawn, he should play his 
Queen's Bishop to its King's Bishop's fourth 
square, you must play your Queen to his Queen's 
fourth square, and the game will decidedly be in 
your favour. 

(c) This move decides the game in your favour. 
Instead of this move, Philidor directs the playing 
of the King's Bishop's Pawn two steps. 

(d) He can play no other move tc prevent you 
from gaining his King's Rook with your King's 
Knight. 

(e) As he may take yotir King's Knight with 
his Rook, there will be a Back-game, beginnings 
at the seventh move of the Black. 

"VOL. I. P8 
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8. 

W. The K. Kt. takes the K. B. 
B. The K. takes the Kt. (/), &c. 

It is obvious that you have much the best of the 
game ; his King being badly situated, and one of 
his Pawns being isolated. 



BACK-GAME, 

Beginning at the seventh move of the Black. 

7. 

B. The K. R. takes the K. Kt. 

8. 

W. The Q. checks at the adversary's K. K. fourth 
square. 

B. The K. Kt. P. one step, (a) 

. W. The Q. takes the Kt. P. and gives check. 
B. The K. R. interposes at its B. second square, (b) 

10. 

IV. The Q. B. takes the K. Kt. 
B. The Q. B. takes the P. at its K. third 
square. ( c) 

11. 

H r . The Q. takes the Q. B. and gives check. 

B. The R. interposes at its K. second square. < 

* ■ 

- 
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(f) If, instead of taking your Knight with his 
King* he shoukJ take it with his Rook, you must 
take his King's Knight with your Queen's Bishop, 
and then check with your Queen at his King's 
Rook's fourth square ; and you will gain his King's 
Knight's Pawn. 



(a) If he move his King, check with your 
Queen's Bishop at his King's Knight's fourth square 
will win his Queen. 



(b) If he interpose his King's Knight, you must 
take his Rook with your Queen. 



(c) He can not take your Queen's Bishop with- 
out being check-mated ; and if he play his Queen 
to his King's second square, you must take his 
Rook, exchange Queens, and then take his King's 
Bishop with your Queen's Bishop. 

VOL.. I. e 
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12. 

W. The Q. checks at the adversary's K. Kt. third 
square. 

jB. The R. interposes at its K. B. second square, 

13.* 

W. The Q.B. takes the K. B. 
B. Tlie K. takes the Q. B. 

14. 

W. The Q. Kt. to its B. third square, or the K. 
R. P. two steps ; and the game may be 
considered as won. 



Digitized by Google 



- - - 

■ 1 ■ . 



K 2 



■ . 



Digitized by Google 



52 



FIFTH GAME. 
- l. 

W. The K. P. two steps. 
2). The same. 

2. 

W. The K. Kt. to its B. third square. 

B. The K. B. to its Q. third square, (a) 

3. 

W. The K. B. to its Q. B. fourth square. 
B. The K. Kt. to its B. third square. 

4. 

W. The Q. P. two steps. 

jB. The K. Kt. takes the K. P. (b) 

5. 

TV. The Q. P. takes the K. P. 

B. The K. B. to its Q. B. fourth square. 

6. 

W. The Q. to the adversary's Q. fourth square. 
B. The K. B. takes the K. B. P. and gives check. 

« 

W. The K. to his second square. 
B. The K. castles, (c) 

8. 

W. The Q. takes the K. Kt. 

B. The K. B. to its Q. B. fourth square. 
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(a) The Black loses the game by this move. 
He ought to play his Queen s Knight, instead of 
his King's Bishop. 



(b) If, instead of tiAinfy^Kiiig^ P^n, fc e 
were to take your Queen's Pawn, you would gain 
a piece by pla)ing )oui King's Pawn to his King's 
fourth Sfljuawt '» . ° . 



■ * # 



fcj He has no means to save his King's Knight, 
and he must consequently lose the game ; but it 
would be better play to move his King's Rook to 
his King's Bishop's square, than to castle, be* 
cause when you play your King's Knight to ti e 
adversary's King's Knight's fourth square, tint 
move would not be so dangerous as it is after his 
castling ; but in either case, you will easily win the 
gaipe. 

E 3 
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9- 

W. The K. Kt. to the adversary's K. Kt, fourth 
square. 

J5. The K. Kt. P, one step, (d) 

10. 

W. The K. R. to its B. square, 
B. The Q. to her K. square, (e) 

11. 

W. The K. R. takes the K. B. P. 
B. The R. takes the R, 

12. * . \ • 

W. The K. B. takes the R. and gives check, 
B. The Q. takes the K. B. 

• ' ■ 13. ' 

IV. The K. Kt. takes the Q. 
JS. The K. takes the K. Kt. 



W. The Q. checks at the adversary's Q. fourth 

square. 
B. Loses the game. 



4 



Digitized by Google 



55 



frfj Unless hp sacrifice his Queen for your King's 
Knight, he has no other move to avoid check- 
mate. 

(e) As he may play his Queen to her King's sfcb 
cond square, a Back-game will be subjoined. 

If, instead of playing his Queen he were to play 
his King's Rook's Pawn one step, to attack your 
Knight, you should take his Knight's Pawn with 
your Queen, giving check, and then check- mate 
him the next move at his King's Rook's second 
square. 



e 4 
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BACK-GAME, 

Commencing at the tenth move of the BlacJi. 

10. 

2fc The Q. to her K. second square. 

11. 

W. The K. Kt. takes the K. B. P. 

A The K. to his Kt. second square* foJ 

12. 

JV. The Q. B. checks at ths adversary's K, & 

third square. 
B. The K. to his Kt. square. 

13. 

TV. The Kt. to the adversary's K. Kt. fourth 

square, giving check by discovery. 
B. The K. to his R. square. 

14. 

W. The R. takes the R. and gives check. 
B. The Q. takes the R. 

15. 

W. The Q. B. takes the Q. 
B. The K. B. takes the Q. B. 

16. 

W. The Q. to the adversary's Q. fourth square* 
jB. The K. to his Kt. second square. 

< » 

4 
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(a ) He may also play the following moves : 

11. 

B. " The R. takes the K. Kt. 

12. 

PP. The R. takes the E. * * ~. 

B. The Q. to her square* (b) 

13., 

W. "the Q.B. to the adversary's K. It. third square. 
JR- The K. to hhr R. sqaare.- 

W. The Q. EL gives cheek at t'ie adversary's K. 

4 KL second square. 
B. The K. to his Kt. square. 

15. 

W. The K. R. takes the Q. P. and gives check- 
mate by discovery. 



(h) If he play his Queen to her King's square, instead of 
playing her to her own square, 

13. 

W. The K.R. takes the K. R. P. giving Check by discovery. 
B. The K. takes the R. 

14. 

IV. The QL. gives check at her K. R. fourth square. 
B. The K. to his Kt. second square. 

15. 

K The Q. gives checfc-maie to the adversary's K. R. tL. 4 
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17- 

W. The Q. checks at the adversary's K. Kt. 
square. 

B. The K. to his R. third square. 

18. 

JV. The K. Kt. to the adversary's K. B. second 

square, giving check. 
B. The K. to his R. fourth square. 



19- 

IF. The Q. takes the R. P. and gives check. 
B. The K. to the adversary's K. Kt. fourth square. 

20. ■ • 

JV. The Q. checks at her K. R. third square. 
B. The K. to the adversary's K. B. fourth square. 

21. 

TV. The Q. gives check-mate at her K. B. third 
square. 



, * m 
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SIXTH GAME. 

1. 

W. The K. P. two steps. 
B. The same. 

■ 

2. 

TV. The K. Kt. to its B. third square. 

B. The Q. to her K. B. third square, (a) 

3. 

TV. The K. B. to its Q. B. fourth square. 
B. The Q. to her K. Kt. third square. 

4. 

TV. The K. castles, 

B. The Q. takes the K. P. (b) 

5. 

TV. The K. B. takes the K. B. P. and gives check. 
B. The K. to his second square, (c) 

6. 

TV. The R. to its K. square. 

B. The Q. to the adversary's K. B. fourth square. 

(d) 

7. 

\V. The K. R. takes the K, P. and gives check. 
B. The K. takes the B. 

8. 

TV. The Q. P. two steps. 

B. The Q. to her K. B. third square. 
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(a) The Black loses the game Jby this jnove. 



(b) This is not a good move ; the Black ought 
to play his Queen's Knight to its Bi&hop's third 
square ; but he would nevertheless have a bad 
game, on account of the situation of his Queen. 

(c) If he were to take the Bishop, you should 
give check at the, adversary's Kings Knight's fourth 
square, and then take his Queen. But as he may 
move his King to his Queen's\square, there will 
be a Bach-game, beginning at the Jijth move of 
the Black. 

(d) If he were to play his Queen to her King's 
Bishop's fourth square, you should check his King 
and Queen with yopr King's Rook. 
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W. The K. Kt. gives check at the adversary's K. 

Kt. fourth square. 
B. The K. to his Kt. third square. 

10. 

W. The Q. checks at her third square. 
jB. The K. to his R. fourth square. 

11. 

TV. The K. Kt. P. two steps, giving check. 
B. The K. takes the P. or moves to the adversary's 
K. R. fourth square, (e) 

12. 

IV. The Q. to her K. R. third square, giving 
check-mate. 



BACK-GAME, 

Beginning at the fifth move of the Black. 



B. The K. to his Q. square. 

6. 

W. The K. Kt. takes the K. P. 
jB. The Q. P. one step, (a) ' 

7- 

W. The K. R. to its K. square. 

jB. The Q. to her K. B. fourth square, (b) 
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f<J If he move his King to his Rook's third 
square, you must play your King's Knight to his 
Bishop's second square, giving double check, and 
check-mate. 



(a) If he take your Knight with his Queen, 
you must play your King's Rook to your King's 
square, &c. 

(b ) As he may play his Queen to the adversary's 
Queen's Rook's fourth square, a Supplement to 
this Back-game will be subjoined. 

4 
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8. 

> * 

TV. The K. Kt. checks at the adversary's Q. B. 

third square. • 
2?. The Q. Kt. takes the adversary's K. Kt. 

W. The K. R. gives check at the adversary's K. 
square. 

B. The K. to his Q. second square. 

10. 

W. The R. takes the adversary's K. B. (c) 
. B. The K. to his second square. 

11. • 
W. The R. takes the K. Kt. 

■ 

B. The R. takes the R. 

12. 

W. The B. takes the R. and you will easily win 
the game. 



Supplement to this Back-game. 



B. The Q. to the adversary's Q. R. fourth square. 

8. 

W. The Q. Kt. P. one step. 

B. The Q. to her R. third square, (a) 

V 

IT. The K. B. to ite Q. B. fourth square, 
B. The Q. to her Kt. third square. ( b) 
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(c) It would be wrong for you to check with 
your Bishop at his King's third square, as you 
would lose three pieces for his Queen. 




1 «. 



(a ) If he were to play his Queen to her Knight's 
fourth square, you should attack her with your 
King's Bishop, and not with your Queen's Rook, 
or Queen's Bishop's Pawn, 

(b) If he played his Queen's Knight's Pawn two 
steps, to defend his Queen, you should notwith- 
standing, check with the King's Knight, at his 
King's Bishop's second square, and then with your 
Queen at your King's Knight's fourth square, &c, 

' TOL, I. * F 
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10. 

TV. The K. Kt. checks at the adversary's K. B- 

second square. 
B. The K. to his Q. second square. 

11. 

W. The Q. checks at her K. Kt. fourth square. 
JB. The K. to his Q. B. third square. 

12. 

W. The K. Kt. to the adversary's Q. square, 

giving check. 
B. The K. to his Q. B. fourth square. 

13. 

W. The Q. P. two steps, giving check. 
B. The K. to the adversary's Q. Kt. fourth 
square. 

14. 

W. The Q. B. to its Q. second square, giving 
check-mate. 
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SEVENTH GAME. 

-- 

I. 

W. The K. P. two steps. 
B. The same. 

2. 

W. The K. Kt. to its B. third square. 
B. The K. B. P. one step, (a) 

3. 

W. The K. Kt, takes the K. P. 

B. The K. B. P. takes the K. Kt. (b) 

' 4. 

P 

W. The Q. checks at the adversary's K. R. fourth 
square. 

B. The K. Kt. P. one step, (c) 

5. 

W. The Q. takes the P. at the adversary's R.« * 

fourth square, and gives check. * 
B. The Q. interposes at her K. second square. 

6. 

W. The Q. takes the K. R. 

B. The Q. takes the K. P. and gives check. 

7. 

W. The K. to his Q. square. 
B. The Q. to her K. third square, or the K. Kt. 
to its K. second square. 

8. 

W. The Q. takes the K. R. P. and must win the 
game. 
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(a) The Hack loses the garpe by this move, 
which is very bad play^ but a$ ft frequently bCcuri, 
this analysis has been inserted to teach the shortest 
method of winpirg <#e g#ne. Da^i a]»o hjving 
analyst this game very scientifically, it- is called) 
in Spain and Italy, " Damiano's gambit? 9 

(b) Instead of taking your King's Knight, the 
Black bi%ht: to jdayhisOudin to fcislting'* se* 
cond square; it would then become dubious whether 
your situation were greatly superior to bis, 

(c) If he were to move his King to his second 
square, instead of playing his King's Knight's Pawn 
dtte Step, riewbuftfl lose the game in a tew moves ; 
as will be shown ia a Back-game. 



■ i 



« 
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BACK-GAME, 

Beginning at the fourth move ef the Bloch. 

4. 

• • • • • 

J3. The K, to his second square. 

5. 

IK The Q. takes the P. and gives check, 

B< The K, to his B. second square. 

- 

u. 

Jf. The K. B. checks at its Q. B, Fourth square. 
B. The K. to his Kt, third square, fa) 

IV. The Q. checks at the adversary's K. B. fourth 
square. 

B. The K, to his R. third square. 

UK The Q. P» two steps, giving check with the 
Q.B. 

B. The K. Kt. P. two steps. 

W. The K. R. P. two steps. 

B* The K. to his Kt. second square. 

10. 

W f The Q. to the adversary's K. B. second square, 

giving check. 
B* The K. to his R. third square. 

11. 

W. The K. R. P. takes tlfe K. Kt. P, giving 
double check and check-mate. 
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Instead of moving his King, he may play, 

The Q. P. two steps. > 

/F. The K. B. takes the Q. P. and gives check. 
B. The K. to his Kt. third square. 

The K. R. P. two steps. 
/?. The K. B. to its Q. third square. 

'. The K. R. P. one step, giving check. 
B. The K. to his R. third square. 

V - . -T & ir>V^rf> Q ^dT 

W, The Q. P. two steps, giving a discovered check. 
B. The K. Kt. P. two steps. 

W. The K. R. P. takes' en and gives 

double check. 
/?, The K. takes the K. R. P. at his Kt. third 
* square, 

IV. The Q. checks at the'adversiry's K. R. fourth 
square. .JL 
ZJ. The K. to his Kt. second square. 

J/ 7 : TheQ. to the adversary's K. B. second square, 
•SvV , giving check-mate;* J ,r > 5iJ *' 

F 4 
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EIGHTH GAME. 

* 

W. The K. P. two steps. 
B. The same. 

W. The Q. B. P. one step, (a) 
B. The Q. P. two steps. 

3. 

W. The K. Kt. to Us B. third square, (b) 

B. The Q. B. to the adversary's K. Kt. fourth 

square, (c) , 

■ -.4. : * ; 

W. The K. P. takes the Q. P. 

jB. The Q. takes the K. P. (d} ~ 

5. .i 

W. The Q. checks at ber R. fourth square. 

B. Ttte Q. interposes at her second square, (e) 

6. 

The K. B. to the adversary's Q. Kt. fourth 
square. 

it. The Q. B^ P. onfe step. 

7. 

J? 7 . The K. Kt. takes the K. P. 

B. The Q. B. P. takes the K. B. (f) 

8. ' ' 

TV. The Q. takes the Q. B. and you bave much 
the best of the game, 
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• * _ 

(a) Philidor says, that the White loses the game 
by playing this Pawn. It is presumed that this 

assertion cannot be proved. 

• •' ■ < . , * ■ " . 

(b) Instead of playing your Knight, if you were 
to play your Queen's Pawn two steps, or take his 
Queen's Pawn as Philidor directs, he would have 
the best of the game/ * ' 

(c) If he should take your King's Pawn, instead 
of playing his Queers Bishop, you must give 
check with your Queen at her Rook's four th square. 
This will be analysed in a Back-game, 

(d) If, instead of taking your King's Pawn, he 
should play his King's Pawn to your King's fourth 
square, you ought to check with your Queen 
at ber Rook's fourth square, by which move you 
would gain a Pawn. 

(e) He may interpose his Queen's Bishop, as 
will be shown in the second Back-game. 



(f). If he play his Queen to his King's third 
square, you must take his Queen's Bishop with 
your Queen, &c. This will be demonstrated in 
the third Back-game. 
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FIRST BACK-GAME, 

Beginning at the third move of the Black. 

3. 



B. The Q. P. takes the K. P. 

W. The Q. checks at her ft. fourth square. 

J3. The Q. Kt. to its B. third -square, (a) 

♦ 

/r. The K. Kt. takes the K. P. 

The Q. B. to its Q. second square. ■•/*) 

JT. The K. Kt. takes the Q. B. 
A The Q. takes the K. Kt. 

r. 

JF. The £>. takes the Q. P. at her King's fourth 

square, and gives check. 
B. The £>, interposes at her K. second square. 

8. 

W. The Q. takes the Q. 
# jB. The K. B. takes the Q. 

P. 

W. The K. B. to the adversary's Q. Kt. fourth 
square, &c. and the Black most lose the 
game; having a Pawn less, two Pawns 
doubled, and a bad situation. 



Digitized by 



75 



(a) If be interpose either his Queen, bis Queen'* 
Bishop, or his Queen's Bishop's Pawn* you must 
take his Queen's Pawn {which is at your King's 
fourth square) with your Queen, and your situa- 
tion will be much more advantageous than his. 

(b) If he play his Queen to her fourth square, 
you may take his Queen's Knight with your King s 
Knight, and compel him to double two Pawns ; or 
you may play your King's Bishop to his Queen's 
Knight's fourth square, without supporting your 
King's Knight, which is en prise of his Queen. 
If be take it, you will gain at least a Pawn. 
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SECOND BACK-GAME, 

Commencing with the fifth move of the Black. 

5. 

• • • • • 

£. The Q. B. interposes at its Q. second 
square, (a J 

TP. The Q. to her B. fourth square. .'. " ^ . 
.B. The Q, takes the Q. /,'.,. ,/ ; 

/F. The K. B. takes the Q. ! ; " 

B. The Q. Kt. to its B. third square, "(b) 

W. The K. castles. '"" 1 ; 

B. The K. P. one step, (c) • 

/T. The K. Kt. to the adversary's -K: Kt. fourth 
square. 

B. The Q. Kt. to its K. fourth square. 

10. 

TV. The K. B. to the adversary's Q. fourth square. 
B. The Q. B. to its third square. 

1J. 

W. The K. B. takes the Q. B. 
B. The Q. Kt. takes the K. B. 

12. 

fF. The K. Kt. takes the K. P. &c. 
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fa) This is much better played than interposing 
the Queen ; nevertheless, your situation is un- 
questionably superior to ? •-' ! [ ' 

* 



fflj Instead of this mote, if he were to play his 
King's Pawn to attack.cyDur King's Knight, you 
should move it to your adversary's King's Knight^ 
fourth squar^^ he could npt avoid losing a 

(c) Though he were to play any other move, 
your game would be considerably better than his, 
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THIRD BACK- GAME, 

Beginning at the seventh move of the Black. 

7. 

B. The Q. to her K. third square. 

8 ■ 

W. The Q. takes the Q. B. 

B. The Q. takes the K. Kt. and gives check. 

tV. The Q. interposes at her K. second square, (a) 

B. The takes the Q. 

v * , 10. 

W. The K. B. takes the Q. 
JB. The K. Kt. to its B. thitd 

J 1 • 

IV. The Q. P. two steps, &c. 
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(a) You may also cover the check with your 
King's Bishop ; but it is better play to force the 
exchange of Queens, as you have the advantage 
of a Pawn. 



- * 
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NINTH GAME. 

« 

1. 

TV. The K. P. two steps. 
B. The same. 

2. 

TV. The K. Kt. to its B. third square. 
B. The Q. Kt. to its B. third square. 

3. 

TV. The K. B. to its Q. B. fourth square. 
B. The K. B. to its Q. B. fourth square, 

. 4. 

TV. The Q. B.4 P» erne step. ^ < 
JS. The Q. P. one step. 

5. 

7K The Q. P. one step. 

B. The Q. B. to the adversary's K. Kt. fourth 
square, (a) 

6. 

TV. The Q. to her Kt. third square. 

B. The Q. Kt. to its R. fourth square. ^ 

7. 

TV. The K. B. takes the K. B. P. and gives check. 
B. The K. to his B. square. 

8. 

TV. The Q. to her R. fourth square. 
B. The K. takes the K. B. 



- - 
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« 

(a) The Black loses the game by this move. 
He ought to play his Queen to his King's second 
square, instead of moving his Queen's Bishop. 

(b) As he may take your King's Knight with 
his Queen's Bishop, instead of playing his Queen's 
Knight, a Back-game will be subjoined. 
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9- 

W. The Q. takes the Q. Kt. (c) 
B. The Q. B. takes the K. Kt. 

JO. 

TV. The K. Kt. P. takes the Q. B. 
B. The Q. to the adversary's K. It fourth square. 

11. 

IV. The Q. P. one step. 

B. The K. P. takes the Q. P. 

12. 

/T. The Q. B. P. takes the K. P. 
B. The K. B. to its Q. Kt. third square. frf) 

13. 

W 7 . The Q. to the adversary's Q. fourth square, 

giving check. 
B. The K. to his B. square, (e). 

14. 

/P. The Q. takes the Q. Kt. P. 
jB. The Q. R. to its K. square. 

15. 

W. The Q. B. to its K. third square. , 

J3. The Q. to the adversary's K. R. third square. 

/P. The Q. Kt. to its Q. second square. 
B. The K. B. to ks Q. R. fourth square. 

W. The Q. Kt. P. two steps. 
jB. The Q. to the adversary's K. Kt. second square. 

18. 

W. The K. to his second square ; &c: the Black 
must lose the game. 
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(c) You may a^o check with your King's 
Kn'cht at the adversary's miner's Knight's fourth 
square, and then take his Queen's Knight. 



(d) If he were to take your Queen's Bishop's 
Pawn with his King's Bishop, you ought to 
check with your Queen at his Queen's fourth 
square, and you would wm his Bishop. 

(e) If he played his King to his second square, 
he wouU lose his Queen by a check with your 
~ tieenV Bishop ; and if he played his King to his . 

night's third square, you could check-mate him 
with your Queen at his King's Bishop's fourth 
square. f 



6 2 
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BACK-GAME, 

Beginning at the sixth move of the Black, 

m 

6. 

B. The Q. B, takes the K. Kt. (a) 

7. 

W. The K. B. takes the K- B. P. and checks, 

< 

B. The K. to his B. square. 

8- 

W. The K. B. takes the K. Kit. 

B- The Q, B. to ifes K- R. fourth square. (b) 

9- 

W. The K. B. to the adversary's Q. fourth square, 
JB, The Q. to her K- 3. third square. 

10. 

W* The Q. to her B. second square (c) 9 and your 
game is much superior to his. 



■ 
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(a) Instead of taking your Knight, if he were to 
play his Queen to her second square, you should take 
his King's Bishop's Pawn with your King's Bishop, 
and then his Queen's Knight's Pawn with your 
Queen* 



(b) This is the Black's best move. If he played 
his Queen to her King's Bishop's third square, you 
should take his Queen's Bishop with your King's 
Knight's Pawn, and then play your King's Rook 
to your King's Bishop's square, and he could not 
avoid the loss of a piece. 

(c) If you had castled, he would have played 
his Queen's Bishop to your King's second square, 
and gained a Rook for a Bishop* 

/ » 

■ 

i 

* 

.* .< • 
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TENTH GAME. 

W. The K. P. two steps. 

B. The K. P. one step, (a) 

IV. The Q. P. two steps. 
B. The Q. B. P. one step. 

3. 

W. The K. B. to its Q. third square. 
J5. The K. B. to its K. second square. 

4. 

W. The K. Kt. to its B. third square. 

* • \ 

J?. The same. 

/r. The K. R. P. two steps. 
B. The K. castles. 

6. 

W. The K. P. one step. 

B. The K. Kt. to its Q. fourth square. 

7. 

IF. The K. B. takes the K. R. P. and gives check. 
B. The K. takes the B. 

8. 

IV. The K. Kt. to the adversary's K. Kt. fourth 

square, giving check. 
B. The K. B. takes the K. Kt. (b) 
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(a) This beginning, whicli is frequently played 
by unskilful players, is very improper ; as all the 
pieces remain confined and useless. 



(I ) If, instead of taking your King's Knight, he 
should piny his King to his Knight's squaie, you 
should pla) \our Queen to his King's Rook's fourth 
square, and he could not prevent you from check- 
mating hnn in a few moves. 

G 4 
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JV* The K. R. P. takes the K. B. and gives check 

with the K. R. 
B. The K. to his Kt. square, (c) 

10. 

JV. The Q. to the adversary's K. R. fourth square. 
B. The K. B. P. one step- 

11. 

JV. The K. R. P. to . the adversary's K. Kt. third 
square. 

B. Can not avoid check-mate. 



BACK-GAME, 

Beginning at the ninth move of the Black. 

9- 

• . . a . 

B. The K. to his Kt. third square. 

10. 

JV. The Q. to the adversary's K. R. fourth square, 

giving check. 
B. The K. to his B. fourth square. 

11. 

JV. The Q. to her K. R. third square, giving check. 
B. The K. to the adversary's K. fourth square, (a J 

12. 

JV. The Q. to her third square, giving check-mate. 
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(c) As he may play his King to his Knight's 
third square, the best moves will be analysed in a 
Back-game. 1 

This game is partly taken from the 13th chapter 
of Salvio's treatise ; and it is also inserted in Gio- 
chimo Greco's first book. 



(a) If he move his King to his Knight's third 
square, you can check- mate him with your 
Queen at his King's Rook's second square. 
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ELEVENTH GAME. 

W. The K. P. two stpps. 

B. The Q. P. two steps, (a) 

The K. P. takes the Q. P. 
£. The Q. takes the K. P 

3. 

/T. The Q. P. two steps. 

B. The Q. to the adversary's K. fourth square, 
giving check, (b) 

4. 

W. The Q. B. interposes at its K. third square. 
B. The Q. B. to its K. B. fourth square. 

5. 

JV. The Q. Kt. to its B. third square. 
B. The Q. takes the Q. B. P. fcj 

* 

6. 

W. The Q. takes the Q. 
£. The Q. B. takes the Q. 

7. 

/F. The Q. R. to its Q. B. square. 

B. The Q. B. to its K. B. fourth square. 

8. 

W. The Q. Kt. to the adversary's Q. fourth 
square; &c: the Black must lose the game. 
4 
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(a ) The Black would play much better by play- 
ing the King's Pawn, yet this move may be played 
without great risk. 



(b) This is a useless move, but a player who 
moves his Queen's Pawn instead of his King's Pawn 
generally gives this check. 



(c) The Black loses the game by this move. 
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TWELFTH GAME\ 

!. 

\ The Q. P. two steps, (a) 

B* The same. 

» 

W. The Q. B. to its K. B. fourth square. 
B. The same. 

3. : 
W. The Q. Kt. to its B. third square* 
B. The same. 

4 • 

JV. The K. B. P. one step. 
£. The Q. Kt. to the adversary's Q. Kt. fourth 
square, (b) 

5. 

/T. The K. P. two 'Steps. 

B. The Q. P. takes the K. P. (c) 

6. 

/T. The K. B. P. takes the Q. P< 

jB. The Q. B. to its K. Kt^ third square. 

T* 

W. The Q. R. P, one step. 

B. The Q. Kt. to its B. third square. 

8. 

W. The K. B. to the adversary's Q. Kt. fourth , 
square. 

jB. The Q. to her second square, (d) 
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(a ) You may as safely begin the game by pBay- 
ing the Quert* Pawn two steps, as by playing the 
King's, 



> * > 



j The Black lo9es the game by this move* 
He should have played his King's Knight to its 
Bishop's third square, 

F 

f 

(c ) If he were to move his Queen's Bishop, in- 
stead of taking your Queen's Pawn, you should 
play your Queen's Rook's Pawn one step, and 
then take his Queen's Pawn with your Queen's 
Knight. 



(d) He might play his King's Pawn one step, 
but it would not prevent the loss of his Knight. 
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W. The Q. P. one step. 
B. The Q. R. P. one step. 

10. 

W. The Q. P. takes the Q, Kt, 

B. The Q. takes the Q. and gives check. 

11. 

JF. The Q. R. takes the Q. 

.B. The Q. R. P. takes the K. B. 

12. 

JT. The Q. P. takes the Q. Kt. P. ; &c. : the Black 
must lose the game in a few moves. 



» » 
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THIRTEENTH GAME, 

I. 

W. The Q. B. P. one step. 
B. The K. P. two steps, 

IV. The K. P. two steps. 

J5. The K. Kt, to its B. third square, (a) 

3. 

fF. The Q, to her B. second square. 
The K. B. to its Q. B. fourth square. 

4. 

W. The K. Kt. to its B. third square. 
B- The K. Kt. to the adversary's K. Kt. fourth 
square, (b) 

5, 

W. The Q. P. two steps. 

B. The K. P. takes the Q. P. (c) 

6. 

IV. The Q. B. P. takes the K. P. 
B. The K. B. to the adversary's Q. Kt. fourth 
square, giving check. 

7. 

W. The Q. Kt. interposes at its B. third square. 
B. The K. castles, (d) 
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(a) As he may play his King's Bishop to its 
Queen's Bishop's fourth 6quare, a Back-game will 
be subjoined, begihuiog at -the second move of the 



. J 



(b) The Black loses the game by this move. 
He should have pBayed his Queen's Knight to its 
Bishop's third square, or his Queen's fown one 
step. ' 

(c) If, instead of taking your Queen's Pawn, 
he shante play hia King's ffishqp to its Queen's 
Knight's third square, you must pjay your King's 
Rook's Pawn one step, and then tale his King s 
Pawn with your King s Knight. 



fd) If he were to play his Queen's Pawn one 
step, you ought to check him with your Queen at 
her Rook's fourth square. 



VOi,. I. 
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8. 

W. The K. R. P. one step. 

B. The K f Kt. to its B. third square. 

W. The Q. B. to the adversary's K. Kt. fourth 
square. 

B. The K, R. P. ope step, (e) 

10. 

W. The K. P. one step. 

jB. The K. R. P. takes the Q. B. 

IK 

W. The K. Kt. takes the K. R. P. 

Ji. The K. B. takes the Q. Kt. and gives check. 

12. 

W. The Q. Kt. P. takes the K. B. 
JB. The K. R, to its K. square, 

13. 

W. The K. B. to its K. second square. 
B. The K. Kt. to its Q. fourth square. 

14. 

IV. The Q. to the adversary's K. R. Second square, 

giving check. 
B. The K. to his B. square. 

15. 

W. The Q. to the adversary's K. R. square, giving 
check. 

B. The K, to his second square. 
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(e) If he played his Queen's Pawn one step, 
you ought nevertheless to play your King's Pawn 
to his King's fourth square. 



- 1 r 



■ 
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16. 

W. The Q. takes the K. Kt. P. 
2?. The K. R. to its £$. square. • 

17. 

W. The K. B. to the adversary's K. R. fourth 

square. . 
& The Q. to her K. square. 

, .- ■ • » * * # ■ ; 

18. 

W 7 . The Q. B. P. one step, &c. and your game is 
considerably better than your adversary's. (J) 



BACK-GAME, 

Beginning at the second move of the Black. 



2. 



• • • 



B. The K. B. to its Q. B. fourth square. 

i 

3. 

W. The K. Kt. to its B. third square. 
B. The Q. P. one step. 

4. 

IV. The K. B. to its Q. B. fourth square. 
B. The K. Kt. to its B. third square, (a ) 
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, If ', at u th t ei & htee, " h m , ov ^ sbodd play 
his King s Kook to its King s Knight s square, 

you must play the following moves : 

h:\. .1 .? w- ; • ,?I "'- • ' :\\ 

W. The Q. takes the K. b! P. and gives check. 
B. The Q. takes the Q. - 

. * 20. 
W. The K. B. takes the Q. 
B. The K. R. takes the K. Kt. 

W. The K. ^. t$es tfye K. Kt. and yop have Mr^e 
parsed pawns for a Knight ; and your situa* 
' tion \* uncommoftly advantageous* 



faj If he were to play his Queen's Bishop to 
your King's Knight's fourth square, instead of 
playing his King's Knight, you should play your 
Queen to her Knight's third square ; and if, in- 
stead of playing his Queen's Bishop to your King's 
Knight's fourth square, he should play it to his 
King's third square, you ought to take it with 
your King's Bishop, and then play your Queen to 
her Knight's third square. In either case, the 
game would decidedly be in your favour. 

h 3 
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W. The K. castles. 

B. The K. Kt. takes the K. P. (b) 

6. 

W. The Q. to her R. fourth square, giving check. 
B. The Q. B. interposes at its Q. second square. 

. : .. i : . 

tJ w « • * ,«v ■ ■ ■ • ' - • , 

/r. The K. B. takes the K. B. P. and checks. 
B. The K. takes the K. B. 

sr 

JV. The Q. takes the K. Kt. 
B. The Q. B, to its third square. 

The Q. checks at her B. fourth square, 
and your game is considerably better than 
your adversary's ; if he play his K. to his 
second square, or to his B. third square, 
you must play your Q. P. two steps, &c. 
and if he play his K. to any other square, 
you must take his K. P. with your K. Kt. 

0 

I 

; • ;\ ;■' ' '-'i J- \:\ il V*v) , 
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(b ) He oaght to castle, instead of taking this 
Pawn. 



■ • 



i : « - •' . .. • 



• i • 
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FOURTEENTH GAME. 

1. 

IV. The K. P. two steps. 
B. The same. 

2. 

W. The K. B. to its Q. B. fourth square. 
B. The same. 

3. 

W. The Q. B. P. one step. 

B. The K. Kt. to its B. third square. 

4. 

W. The Q. P. two steps. 

B. The K. B. to its Q. Kt. third square, (a) 

5. 

W. The Q. P. takes the K. P. 
B. The K. Kt. takes the K. P. 

6. 

W. The K. B. takes the K. B. P. and checks. 
B. The K. to his B. square, (b) 

W. The Q. to her K. B. third square. 
B. The K. Kt. to its fourth 

8. 

W. The Q. B. takes the K. Kt. 
B. The Q. takes the Q. B. 
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. ™ * i . * i * " 1 



- 1 i 

, J .J ' < » < . .. • ... 

(a) Loses the game by this move. 



(b) If he take the Bishop with his King, you 
ought to check with your Queen, at the adversary's 
Queen's fourth square, and then take his King's 
Knight. 



Digitized by Google 



lo6 

r 

9- 

W. The K. B. to the adversary's Q. fourth square, 

checking with the Queen. 
B. The K. to his second square. 

10. 

W. The Q. to the adversary's K. B. second square, 

giving check. 
B. The K. to his Q. square. 

11. 

» 

W. The K. B. P. two steps. 

B. Tfhe Q. to her K. R. third square. 

12. 

W* The K. Kt. to its B. third square, &c. and 
your game is better opened than your ad- 
versary's.. 



■ 0 - * * 
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FIFTEENTH GAME. 

I. 

JPI The K. P, two steps. 
JB. The same. 

a. 

The K. B. to its Q. B. fourth squares 
B. The K. Kt. to its B. third square, (a ) 

3. 

HP! The Q. P. one step. 

^^^^ * j 

ZJ. The K. B. to its Q. B. fourth square. 

A. 

W. The K. B. P. two steps. 
B. The Q. P. one step, (b) 

5. 

IK The K. Kt. to its B. third square. 

B. The K. Kt. to the adversary's K. Kt. fourth 

square. ( c) 

6. 

W. The Q. to her K. second square. 
B. The K. B. to the adversary's K. B. second 
square, giving check. 

• 7. 

W. The K. to his Q. square. 

jB. The K. B. to his Q. Kt. third square, (d) 

8. 

. W. The K. R. to its B. square. 

B. The Q. Kt. to its B. third square. 
3 
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fa ) This move is very commorily p!ayed by him 
who acts on the defensive; playing the fcing^ 
Bishop to its Queen's Bishop's fourth square, is 
however a much better move. 



... I 



(b ) It would be Abetter to take the -King's Kbtight 
with the King's Fishbp. " 



(c) This appears to be a good mov$ ; it is never- 
theless, as the attack is premature, vary exception- 
able. 



(d) If he did not retire his King's Bishop, 
you ought to play your King's Rook's Pawn oue 
step, and he could not avoid losing a piece. 



Digiti 
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9- 

W. The K. R. P. one step. 

B. The K. Kt. to its B. third square. 

10. 

W. The K. B. to the adversary's Q. Kt. fourth 
square. 

B. The Q. B. to its Q. second square. 

11. 

W. The K. B. takes the Q. Kt. . 
B> The Q. B. takes the K. B. 

- 

W. The K. B. P. takes the K. P. 
JB. The Q. P. takes the K. B. P. 

13. 

Wl The K. Kt. takes the Q. £ . 
A The Q. B. takes the K. P. 

14. 

W. The K. Kt. to its fourth square. 
B. Loses a piece, and the game. 



> . i. 
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SIXTEENTH GAME. 

- 

1. 

W. The K. P. two steps. 
B. The same. 

2. 

W. The K. B. to its Q. B. fourth square. 
B. The same. 

3. 

W. The Q. to her K. second square. 
B. The Q. P. one step, fa) 

• * 

4. 

W. The Q. B. P. one step. 

B. The K. Kt. to its B. third square. 

5. 

W. The K. B. P. two steps. 

B. The K. B. takes the K. Kt. (b) 

6. 

W. The K. R. takes the K. B. 
B. The K. P. takes the K. B. P. 

7. 

W. The Q. P. one step. 

B. The K. Kt. P. two steps. 

8. 

t 

W. The K. Kt. P. one step. 

B. The K. P. takes the K. Kt. P. 




Digitized by Google " 



113 





fa) It would be better to play the King's 
Knight to its Bishop third square, aodtben castle,; 
but if he played the King's Knight -to his King's 
second square, you ought to take his King's 
Bishop's Pawn with your King's Bishop, and then 
check him with yOurlQueen at herQueen's Bishop's 
fourth square ; your .game would then be much 
better than your adversary's. 

(b) If, instead of this move, he were to take 
your King's Bishop's Pawn, you ought imme- 
diately to play your Queen's Pawn two steps, and 
then take his King's Pawn with your Queen's 
Bishop. 



VOL. X. 
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JV. The Q. B. takes the K. Kt. P. at the adver- 
sary's K. Kt. fourth square. 
B. The P. takes the K. R. P. 

10. 

IV. The Q. takes the P. at her K. R. second square. 
B. The Q. Kt. to its Q. second square, (c) 

II. 

JV. The K. R. to its B. square. 
B. The K. R. to its Kt. square. 

12. 

IV. The Q. takes the K. R. P. 
B. The K. Kt. takes the Q. 

* 

13. , 
IV. The K. B. takes the K. B. P. and checks. 

■ 

B. The K. to his B. square. 

14. 

W. The Q. B. takes the Q. and must win. (d) . 

hi. 

i 

* 
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(c) There will be a Back-game, from the tenth 
move of the Black, to show you how to play if he 
had moved his King's Rook to its Knight's square. 




(d) If you were to take his King's Rook with 
your King's Bishop, giving a discovered check, 
you would lose the game, as he would play his 
King's Knight to its Bishop's third square, and 
you could not win his Queen. 

■ 
* 
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BACK-GAME, 

Commencing at the tenth move of the Black. 

10. 

B. The K. R. to its Kt. square. 

W. The O. B. takes the K. Kt. 

B. The K. R. takes the K. R. and checks. 

12. 

W. The Q. takes the K. R. 
B. The Q. takes the Q. B. 

13. 

W. The Q. to the adversary's K. Kt. square, 

giving check. 
B. The K. to his Q. second square. 

14. 

IV. The K. B. takes the K. B. P. 

B. The Q. to her K. second square, (a) 

15. 

W. The Q. takes the K. R. P. alnd yoer game is 
decidedly better than your adversaty^S} 
as you have a pawn more, and a position 
greatly superior. 
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(a) This is the only move he can play to defend 
his Queen's Bishop, and avoid check-mate. 



13 
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SEVENTEENTH GAME. 

1. 

TV. The K. P. two steps. 
B. The same. 

2. 

W. The K. B. to its Q. B. fourth square* 
B. The Q. B. P. one step, (a) 

3. 

W. The Q. to her K. second square, (b) j 
The K. B. to its Q. B. fourth square. 

4. 

JF. The K. B. P. two steps. 

B. The K. B. takes the K. Kt. (c) 

W. The K. R. takes the K. B. 
B. The K. P. takes the K. B. P. 

6. 

W. The Q. P. two steps. 

JB. The Q. to the adversary's K. R. fourth square, 
giving check. 

7. 

W. The K. Kt. P. one step. 

J5. The K. P. takes the K. Kt. P. 

8. 

W. The K. R. takes the K. P. at its K. Kt. third 

square. 

J5. The K. Kt. to its B. third square. ( 

■ 

Digitized by Google 



119 



(a ) This is not the best move ; he ought to 
play his King's Bishop to its Queen's Bishop's 
fourth square. 

(b ) It would likewise be good play to push your 
Queen's Pawn two steps, 

(c) If he were to take your King's JPawn, you 
ought to play your King's Knight to its Bishop's 
third square. 



I 4 
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JV. The Q. B. to the adversary's K. Kt. fourth 
square. 

B. The Q, to her K. R. fourth square, (d) 

10. 

JV. The Q. to her K. Kt. second square. 
jB. The K. R. P. one step. 

11. 

JV. The K* B. to its K. second square . 
JB. The Q. to her K. Kt. third square. 

12. 

. JV. The Q. B. to its Q. second square. 
B. The Q. to her K. R. second square, (e) 

13. 

JV. The K. P. one step. 

B. The Q. takes the Q. B. P. (f) 

14. 

JV. The K. P. takes the K. Kt. 
B. The Q. takes the Q. Kt. P. 

15. 

/T. The K. P. takes the K. Kt. P. 
B. The K. R, to its Kt. square. 

16. 

JV. The Q. to her K. fourth square, giving check. 
B. The K. to his Q. square. 

17. 

JV. The Q, to her K, R. fourth square, giving 
check. 

5. The K. to his Q. B. second square. 
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(d) If he were to take your King's Pawn with 
his Queen, you ought to play your King's Rook 
to your King's third square. 



i « 



(e) The situation of the Black pieces proves 
how very prejudicial it is to attack prematurely. 



(f) If he removed his Knight, his game would 
be equally bad ; you ought then to take his Kings 
Knight's Pawn with your King's Rook* 
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18. 

W. The Q. B. to its K. B. fourth square, giving 
check. 

B. The Q. P. one step, (g) 

19- 

W. The Q. to the adversary's K. second square, 

giving check. 
jB. The Q. B. to its Q. second square. 

20. 

IV. The Q. B. takes the Q. P. and checks. 
B. The K. to his Q. Kt. third square. 

21. 

W. The K. R. to its Q. Kt. third square, giving 

check. 
B. Loses the Q. &c. 



- 



Digitized by Google 



123 



(g) If he were to play his King to his Queen's 
Knight's third square, you ought to give check 
with your King's Rook at its Queen's Knight's 
third square. 



« 
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EIGHTEENTH GAME. 

4 » * 

' *• : 

IV. The K. P. two steps. 
B« The same. 

2. 

/fl The K. B. P. two steps. 
J3. The K. P. takes it. 

TV. The K. Kt. to its B. third square. 
B. The same, (a) 

4. 

TV. The K. P. one step. 

jB. The Q. to her K. second square. 

5. 

TP* The Q. to her K. second square. 
B. The K. Kt. to its R. fourth square. 

6. 

TV. The Q. Kt. to its B. third square. 
B. The Q. B. P. one step. 

7. 

TV. The Q. Kt. to its K. fourth square. 

B. Can not prevent the Q. Kt. from checking at 
the Black Q. third square, which move de- 
cides the game in your favour. 
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(a) A common, but very exceptionable, move ; 
players who do not understand the defence of the 
Gambit, generally imagine, that, by playing their 
King's Knight, they succeed in preventing their 
adversary's attack; but by playing your King's 
Pawn upon the Knight, you .gain a most advan- 
tageous situation. 
■ 
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NINETEENTH GAME. 

1. 

W. The K. P. two steps. 
JB. The same. 

2. 

W. The K. B. P. two steps. 
B. The K. P. takes it. 

3. 

IV. The K. B. to its Q. B. fourth square. 
jB. The K. Kt. to its B. third square, (a) 

IV. The Q. to her K. second square. 

JB. The K. B. to its Q. B. fourth square. 

5. 

W. The Q. B. P. one step. 

B. The K. B. takes the K. Kt. (b) 

6. 

W. The K. R. takes the K. B. 
B. The K. Kt. P. two steps. 

7. 

W. The K. P. one step. 

JS. The K. Kt. to its own square. 

8. 

W. The Q. P. two steps. 

B. The Q. to her K. second square. 



x 
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(a) Instead of this move the Black ought to 
check with his Queen at the adversary's King's 
Rook's fourth square. 



- 



(b ) If, instead of this move the Black were to 
play 

5. 

B. The K. Kt. P. two steps. 



W. The Q. P. two steps. 

B. The K. B. to its Q. Kt. third square. 

7. 

W. The K. R. P. two steps, &c. 
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W. The K. Kt. P. one step. 
B. The Gambit's P. takes it, 

10. 

W. The K. R. takes the Gambit's P. 
B. The K, R. P. one step. 

ll. 

W. The K. R. P. two steps. 
B. The K. B. P. one step, (c) 

12. 

TV. The Q. to the adversary's K. R. fourth square, 

giving check. 
B. The K. to his Q. square. 

13. 

fV. The K. B. takes the K. Kt. 
B. The JC. R. takes the K. B. 

14. 

fT. The Q. takes the K. R. P. 
B. The Q. P. one step. 

15. 

W The Q. takes the K. B. P. 
The Q. takes the Q. 

16. 

IV. The K. P. takes the Q. 
■B. The K. R. to its K. square, giving check. 

17. 

W. The K. to his B. second square. 
£. The K. Kt. P. takes the K. R, P. 
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fcj If he should take your King's Rook's Pawn, 
you ought immediately to play your King's Rook 
to the adversary^ KSrtg's Knight's see^nd^sqeire^ ^ 

.v.: : IT .3l 

. A ?)\ (;t M .O 3f(T 
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18. 

W. The K. R. to the adversary's K. Kt. second 
square. 

B. The Q. B. to its K. third square. - 

19. 

JV. The Q. B. to the adversary's K. Kt. fourth 
square. 

B. The K. R. to it3 B. square. 

fK The Qt Kt to its Q. second square. 
B. The same. 

/P. The Q. R. to its K. square. 

B. The Q. B. to its K. B. second square. 

22. 

• 

W. The Q. R. to the adversary's K. second square, 
and you will very easily win the game. 



1 
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TWENTIETH GAME. 

i. 

W. The K. P. two steps. 
B. The same. 

2. 

W. The K. Kt. to its B. third square. 
jB„ The same* (a) 

3. 

W. The K. Kt. takes the K. P. 
B. The same. 

4. 

IV. The Q. to her K. second square. 
B. The same. 

5. 

W. The Q. takes the K. Kt. 
B. The Q. P. one step. 

6. 

W. The Q P. two steps. 
B. The K. B. P. one step. 

7. 

W. The K. B. P. two steps. 
jB. The Q. P. takes the K. Kt. 

8. 

W. The Q. P. takes the Q. P. 

B. y The Q. Kt. to its Q. second square. 

9- 

The Q. Kt. to its B. third square. 
B. The K. B. P. takes the Q. P. 



1S3 



(a) This move is frequently played ; k is ex- 
ceptionable, but it requir/es caution and forbearance 
in the player of the white to av$il himself pf this 
mistake : if he attacked heedlessly, bis adversary 

retrieve his game. 



I 3 
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10, 

W. The Q. Kt. to the adversary's Q. fourth square. 
J3. The Q. to her third square, 

11. 

W. The K. B. P. takes the P. 

B. The Q. to her B. fourth square, (b) 

3 2. 

W. The Q. B. to its K. third square. 

J3. The Q. to her R. fourth square; giving check, 

• i n ..„.••.■• i 

1 o» 

»* it*.' ' * 

JV. The Q. B. interposes at its Q. seconil square* 
B. The Q. to her B. fourth square. . ■ . ' 

14. 

JT. The Q. Kt. P. two steps. 

B. The Q. to her B. third square, 

15, 

JV. The K. B. to the adversary's Q. KU fourth 

square, frj 
2?. The Q. to her K. Kt, third square, 

16. 

* 

JV. The Q. takes the Q. and checks. 
JS. The K. R. P, takes the Q, 

17. 

JF. The Q. Kt. takes the Q. B. P. and gives 

check. 

B. Loses the Q. R. and the game. 
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(fy If the Black take the Pawn with his Queen's 
Knight, you will gain a piece by .playing, you? 
Queen's Bishop to its King^sfiishop's fourth square ; 
and if, instead of taking the Pawn with his Queen's 
Knight, he should take It with his Queen, you 
ought to exchange Queens, and [then .check his 
King and Queen VRook with your Queen's Knight; 



- - 



i 

- 



fcj It is almost needless to observe, that, if the 
Black were to t^ke your King's Bishop with his 
Queen, you ought immediately to take the Queen's 
Bishop's Pawn with your Queen's Knight, giving 
check, and attacking the Queen at the same time. 



■ 
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TWENTY.FIRST GAME, 

JCmo*3 GAMBIT, 

• * » 

i. 

W. The %. p. two steps. 
B, The same, 

e. 

The K. % P. two steps. 
B. The JC- P. takes the K. B. P. f a j 

3, 

W. The K. Kt. to its B. third sguare. 
B. The Kt, P, two steps, 

4. 

The K. B. to its Q. B. fourth square, . (h) 
B. The K. B. to its Kt, second square, 

5, 

W. The K. B- p. two steps, fcj 
5. The K. B. P. one step, (d) 

/F. The Q. P. two steps. 
5, The Q. P. one step. 

The Q. B. P. one step. 
B. The same. 

8. 

W. The Q. to her Kt. third square. 
B. The Q. to her K. second square. 

4 
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(a) Instead of taking your King's Bishop's Pawn, 
he may push his Queen's Pawn two steps, in which 
case you must take it with your King's Pawn, and 
then play your Queen's Knight to its Bishop's 
third square. 

(b) Y ou may likewise play your King's Rook's 
Pawn two steps, but it is better to play the King's 
Bishop. This will be demonstrated in the first 
Back-game, beginning at the fourth move of the 
White. 

(c) If yon were to play your Queen's Pawn two 
steps, instead of your King's Rook's Pawn, he 
would play his King's Knight's Pawn one step ; 
this would giv« him the attack, and a better situa- 
tion. 

(d) If he should play his King's Knight's Pawn 
one Step, you on girt to play your King's Knight 
to his King's Knight's fourth square. The second 
Back-game Will commence at this move. 

(e) It would be better to move his Qneen to his 
King's second gcjuaie. This will be i>Toved in the 
sec<md$ook. . 
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9- 

W. The K. castles. 

B. The Q. Kt. P. two steps. 

10. 

W. The K. B. to its Q. third square. 

A The Q. B. to its Q. Kt. second square, 

W. The Q. R. P. two steps. 
B. The Q. R. P. one step. 

12. 

W. The Q. R. P t takes the Q. Kt P. v 

a. The Q. R, P. takes the Q. R- P. 

13. . 
IT. The Q. R. takes the Q. R, 
J?. The Q. B. takes the Q, R. 

14. 

Jin The Q. to her R. second square. 
B. The^ Q. B. to its Kt. second square. 

- : 15, ; 

W. The Q. to the adversary's Q. R. second square. 
B. The Q. Kt. to its R. third square. 

16. ' 
/T. The K. R. P. takes the K. Kt. P. 

B. The K. R. P. takes the K. R. P. / 

■ 

17. . -> > 
W. The K. Kt, takes the K. R. P, 

B. The Q. takes the K. Kt. 4 ^ 
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* ■ * I a r + « * * « | . 

If, instead of this move, the Black should 
play his Queen to support his Queen's Bishop, 
you ought to take his King's Knight's Pawn with 
your King's Rook's Pawn. 
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18. 

- 

TV. The Q. takes the Q. B. 

B. The Q. to the adversary's K. R. fourth square, 

19- 

TV. The Q. takes the Q. B. P. and gives check. 
J5. The K. to his B. square. 

20. 

TV. The Q. B. takes the Gambit's pawn, (g) 
B. The Q. to the adversary's K. R. square, giving 
check. 

21. 

TP. The K. to his B. second square. 
B. The Q. to the adversary's K. R. fourth square, 
giving check. 

22. 

TV. The K. Kt. P. one step. 
B. The Q. to the adversary's K. R. second square, 
giving Qheck, 

23. 

TV. The K- to bi? own jsquar*. 

B. The K. Kt. to its K. 



24. 

TV. The Q. B. takes the Q. P. 

B. Loses the game in a few moves. 
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FIRST BACK-GAME, 

Beginning at the fourth move of the White. 

4. 

W. The K. R. P. two steps. 
B. The K. Kt. P. one step. 

5. 

W. The K. Kt. to the adversary's K.^ fourth 

square. 

£. The K. R. P. two steps. 

6. 

W* The K. B. to its Q. B. fourth square. 
B. The K. R. to its second square, (a) 

7- 

W. The Q. P. two steps. 

jB. The Q. P. one step. ' 

8. 

W. The K, Kt. to its Q. third square. 
B. The Q. to her K. second square. 

W. The Q. Kt. to its B. third square, (b) 
B. The K. Kt. to its B. third square. 

10. 

W. The Q. to her K. second square, (c) 
B. The K. P n one step, 

n. 

W. The K. Kt. P. takes the K. P. 
B. The K. Kt. P. takes the K. Kt. P. 
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He might also play his King's Knight Jto his 
King's Rook's third square. Greco directs this 
move to be played instead of the King's Rook, 



(b) This is Philidor's move. Instead of it, 
you may take, the Gambit's Pawn with your King's 
Knight, without attending to your King's Pawn, 
which is attacked by his Queen. 

(c) With great deference to Philidor's judg- 
ment, it is presumed that the White loses the game 
by this move. It would be better to castle ; or to 
take the Gambit's Pawn with your King's Knight. 
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12. 

W. The Q. takes the K. Kt. P. 

B. The Q. B. to the adversary's K. Kt. fourth 

square. 

13. 

W* The Q. to her K. third square, (d) 
B. The K. B. to its R. third square. 

14. 

W. The K. Kt. to its B. fourth square. 
B. The Q. B, P. one step. 

15. 

IV. The Q. B. to its Q. second square, (e) 
B. The K. B. takes the K» Kt 

l6. 

W. The Q. takes the K. B. 
B. The Q. P. one step. 

JF. The K. B. to its Q. third square. 
JB. The K. Kt. takes the K. P. 

J8. 

JV. The Q. Kt: takes the K. Kt. 
& The K. B. P. two steps ; and his situation is 
certainly more advantageous than^ours. 
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(d) This move likewise appears exceptionable. 
It would be better to play your Queen to her 
ing's* Knight's second square. 



(e) Instead of this move, you ought to play 
your King's Bishop either to its Queen's third 
square or Queen's Knight's third square. 
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SECOND BACK-GAME, 

-- 

Beginning at the fifth move of the Bteck. 

> 

5. 

B. The K. Kt. P. one step. . 

6. 

JF. The K. Kt. to the adversary's K. Kt. fourth 

square. 

B. The K. Kt. to its R. third square. 

7. 

JV. The Q. P. two steps. 

B. The K. B, P. one step, (a) 

» 8. 

W. The Q. B. takes the Gambit's Pawn. 
B. The Q. P. one step, (b) 

TV. The Q. B. P. one step, (c) 
B. The K. B. P. takes the K. Kt. 

10. 

TV. The K. R. P. takes the K. B. P. 
B. The K. Ku to its square, (d) 

11. 

TV. The Q. to her Kt. third square. 
B. The Q. to her K. second square. 

12. 

TV. The Q. Kt. to its Q. second square. 
B. The Q. to her K. B. square. 

13. 

TV. The K. castles with his R. 
B. Must inevitably lose the game. 
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(ty This Appears a good- move, a^itybrcf^your 
King's Knight; but jour situation ~is. so advan* 
tageous, that you will nevertheless win the game. 
He would pla^Jbettcr if he castled, or jnoved his 
Queen's Pawn/ " " v ' 

(7^ If he had taken your King's Knight' pre- 
viously to playing his Queen's Pawn, ^ou might 
immediately have regained your piece by taking 
his King's Bishop's Pawn with your Queen's Bishop, 
as it would have compelled him to interpose his 
King's Bishop to save his Queen, and his King's 
Knight would then remain en priie* 

(c) You might likewise play your King's Knight 
to the adversary's King's third square. 

(d) This is PhilidoR's move : it would perhaps 
be better ;to play it to its Bishop's second square, 
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TWENTY-SECOND GAME. 

SECOND GAMBIT. (a) 
1. 

W. The K. P. two steps, 

B. The same. 

■» 

a. 

/F. The K. B. P. two steps. 

B. The K. P. takes the K, B. P. 

3. 

W. The K. Kt. to its B. third square. 
B. The K. Kt. P. two steps, 

4. 

W. The K. B. to its Q. B. fourth square, 
B. The K. B, to its Kt. second square, 

Jf. The K. R. P. two steps. 

B. The K. R. P, one step, (b) 

6. 

W. The Q. P. two steps. 
B. The Q. P. . one step, 

7. 

W. The Q. B. P. one step. 

B. The Q. B, to its K, third square, fc> 

8. 

IF. The K. B. takes the Q. B. 
B. The K. B. P. takes the K, B. 
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(a) This game and the next are inserted to 
teach the Gambit pteyer the best method of profit- 
ing by the mistakes commonly committed by those 
who defend the Gambit. - • 



(b) If, instead of this move, he were to play 
his King's Bishop's Pawn one step, you ought to 
take his King's Knight's Pawn with your King's 
Knight. This will be demonstrated in the first 
Back-game, beginning at the fifth move of the 
Black. 

(c) The Black loses the game by this move. If 
he were to play his Queen's Bishop to your King's 
Knight's fourth square, the result would be equally 
unfavourable to him. This will be analysed in the 
second Back-game, commencing at the seventh 
move o£ the Black. 

L 3 
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W. The Q. to her Kt. third square. 
B. The Q. to her B. square. 

W. The K, R. P. takes the K. Kt. R 

jB. The K. R. P. takes the K. R. . ... 

* ■ 

11. - 

The K. R. takes the K. R. 
B. The K. 6. takes the K. R. 

12. 

W. The K. Kt. takes the K. R. P. at the adver- 
sary's K. Kt. fourth square, (d) 
B. The K. to his second square. 

♦ 

13. 

W. The Q. B. takes the Gambit's Pawn. 
B. The Q. Kt. to its B. third square, (e) 

14. 

W* The Q. Kt. to its Q. second. square. 
5. The Q. R. P. two steps. 

15. 

The K. castles. 
£. The Q. R. te its Kf. square. 

16. 

flF. Thfr R. to its K. R. square. ' '.' 
B. The K. Kt. to its B. third square. - 

17. 

fV. Xhe R. takes the K. B. - . 

B. The Q. takes the R. ..... 
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foJ Your situation is so advantageous, that he 
can not prevent you fronf winning the game. 

! . 

fej If, instead of this move, he should play his 
Kings Pawn one step, attacking your Queen's 
Bishop, you must give; him check witji your 
Queen at his King s Bishops second square^ which 
will immediately decide the game in your favour, 
as he can not save his Queen. 

(f) If he were to attack your Qiieen with his 
Queen's Rook'sPawn, you ought to move her to her 
Bi&hop's fourth square. 
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18. 

IV. The Q. takes the K. P. giving check. 
B. The K. to the Q. square. 

19- 

W. The K. Kt. gives check-mate at the adver- 
sary's K. B. second square. 



- 

FIRST BACK-GAME, 

Beginning at Me- fifth move of the Black. 

B. The K. B. P. one step, (a) 

■ \ 6, 

IV. The K. Kt. takes the K. Kt. P. 

B. The K. B. P. takes the Kt. 7 

< » > 

f^. The Q. to the adversary's K. R. fourth square, 

giving check. 
B. The K. to his second square. 

8. 

fV. The Q- to the adversary's X. B. second 

square, giving check. 
B. The K. to his Q. third square. 

W. The Q. takes the K. B. (b) 

J5. The Q. to her K. B. third square, (c) 

a 

1 

■ 
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fa) This move is a remarkably bad one; i 
yet it is frequently played by tolerably good play 




(b) You regain your piece, and your situation 
is incomparably more advantageous than your ad- 
versary's. 

(c) This is his best move; if he played his King's 
Knight, your situation would still be ameliorated, 
because his pieces would be more confined. 
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10. 

W. The Q. takes the Q. 
• B. TheK.Kt. takes theQ. 

W. The K. R. P. takes the K. Kt. P. 
B. The K. Kt. takes the K. P. 

12. 

W. The Q. P. one step. 

B. The K. Kt. to its Q. B. fourth square* (d) 

13. 

/F. The Q. B. takes the Gambit's Pawn, and gives 
check. 

B. The K. to his Q. B, third square. 

• 14. 

tV. The Q. Kt. to its B. third square. 

B. The K. R. to its K. square, giving check, (e) 

15. 

W. The K. to his Q. second square. 
& Must lose the game. 
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frf) If, instead of this move, the Black were to 
take your King's Rook's Pawn with his Knight, 
you should take the Gambit's f^wn with-, yotur 
Queen's Bfehop, and his Knight would be IbBt. 1 



. : ..I 



(e) If he were te play his Queen's- Pawn one 
step, instead of giving check, yoa should play 
your Queen's Knight's Pawn two steps. 
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SECOND BACK-GAME, 

Commencing at the seventh move of the Black. 

7- 

B. The Q. B. to the adversary's K. Kt. fourth 
square, (a) 

W.Th«:Q.>o her Kt. third sqvom. 

B. The Q. B. to its K. R. fourth square, (b) 

9- 

W. The K. R. P. takes the K. Kt. P. 
B. T ie K. R. P. takes the K. R. P. (c) 

• W. The K. R. takes the Q. B. 
. B. The K. R. takes the K. R. 

11. 

W. The K. B. takes the K. B. P. and gives check. 
J5. The K. to his Q. second square. 

12. 

W. The K. B. takes the K. R. and must win the 
game. 
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(a) The Black loses the game by this move* 



(b) If he played his Queen to his King's second 
square, he could not avoid the loss of his Queen's 
Rook. 

(c) If, instead of this move, he were to play his 
Queen's Bishop to its King's Knight's third square, 
you ought to take the Gambit's Pawn with your 
Queen's Bishop, and your situation would be equally 
advantageous. 
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TWENTY-THIRD GAME. 

THIRD GAMBIT. 
I. 

W. The K. P. two steps. 
&. The samp.. . 

2. 

?r. The K. B. P. two steps. 

B. The K. P, takes the K. B. P. 

IT. The K. Kt. to its B. third square, 
J3. The K. Kt. P. two steps. 

, • ' . - * 

JT, The K, B. to its Q. B. fourth square. 
Tb« K. B. to jte&u second square. |» 

5. 

/r. The JC. R. P. two steps. 
B. The K. R. P. one step. 

6. 

JF. The Q. P. two steps. 
B. The Q. P. one step. 

7. 

W. The Q. B. P. one step, 
B. The same. 

8. 

W. The Q. to her K. second square, (b) 
B. The Q. B. to its K. third square, (c) 
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(a) If, instead of playingthis move, he were to 
play his King's Knight's Jpawn to your King's 
Knight's fourth square, the game would become 
extremely critical for both players. This will be 
demonstrated in the first Back-game, beginning 
,at the fourth move of the Blacfc. 



■ 



(b) You might Kkewise play jww Queen *° *W 

Knight's third square. 

(c) The Black loses the game by this move. 

4 
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W. The K. B. takes the B. 
B. The K. B. P. takes the B. 

10. 

W. The K. P. one step. 

B. The Q. P. takes the K. P. 

11. 

W. The Q. P. takes the Q. P. (d) 
B. The Q. Kt. to its Q. second square. 

13. 

W. The K. Kt. P. one step. 
B. The same. 

13. 

JT. The K. Kt. P. takes the P. 

■ 

B.' The K. Kt. P. takes the Kt. 

14. 

W. The Q, takes the K. Kt. P. (e) 

B. The Q. to her K. second square, (f) 

15. 

W. The Q. Kt. to its Q. second square, 
B. The K* castles. 

16. 

W. The Q. Kt. P. two steps. 
B. The K. R. P. one step, (g) 

17. 

W. The Q. Kt. to its K. fourth square. 
B. The Q. Kt. to its third square. 
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(d) This Patto is remarkably well situated, be* 
cause it confines the adversary's pieces. 



(e) Although you lose a piece, your situation is 
so advantageous, that the game is certainly in your 
favour. 5 ~ • 

(J) This move is of the utmost importancey as 
it prevents your Queen and your King's Rook from 
penetrating in his game. 



* 



* 4 * * 



(g) The playing of this tawri enables him to 
move two of his pieces— the King's Knight and 
the King's Bishop. 



VOL. I. 
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18. 

IK The Q. B. to its K. third square. 
i B. The K. Kt. to its R. third square. 

19. 

W. The Q. B. to the adversary's Q. B. fourth 
square. 

B. The Q. to her B. second square. 

20. 

W. The Q. R. P. two steps. 
B. The K. B. to its own square. 

31. 

W. The Q. R. P. one step. 
B. The K. B. takes the Q. B. 

W. The Q. Kt. P. takes the K. B. (i> ' 
B. The Q. Kt. to its Q. second square. 

43. • 

W. -The Q. Kt. to the adversary's Q. third square. 

. giving check, 
■S* The K. to his Q. Kt. square. 

14. . 

IV. The Q. R. to its Q. Kt. square. 
B. The Q. Kt. takes the Q. Kt. P. at its Q. B 
, fourth square. 

W. The Q. Kt. takes the Q. Kt. P. 
5. The Q. Kt. takes the Q. Kt. 
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(h) The Black having been compelled to castle, 
on his Queen's side, has exposed himself to an at- 
tack so extremely powerful that it must ultimately 
prove irresistible. 

.nnupa bnfo&a eii nJ H .ii sriT A 

fij It would be very bad play to take it with your 
Knight. 



(j) This is a very good move ; and indeed the 
whole of this game is remarkably well played. It 
is one of Philidor's. 

M 2 
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26. 

W. The Q. R. P. one step. 
B. The K. to its Q. R. square. 

W. The Q. R. takes the Q. Kt. 
B. The Q. to her B. square. 

28. 

The K. R. to its second square, 
fl. The Q. R. to its Q. second square. 

The K. B. to its Q. Kt. second square., , • 
If. The K. R. to its second square. 

30. 

W. The Q. takes the Q. B. P. 
jfc The Q. takes the Q. ft> 

„ 31. 

The Q. R, to the adversary's Q. Kt. square, 
giving check-mate. 



FIRST BACK-GAME, 

Beginning with the fourth move of the Black. 



J5. The K. Kt. ^. one step. 

IV. The K. Kt. to the adversary's ¥L Yourth 
square. (fy : * v. 

B. The Q. to the adversary's K. R. fourth square, 
giving check. - - 
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If the Black play any other move, the game 

is equally lost ; if he remove his Queen, you will 
immediately win the game by playing your Queen's 
Rook to his Queen's Knight's square. 

rfhuol.a. * -*2 ^jwflF l ?flK 
.i- rb -yu rij /neap. Aiwdt' Jtt i$d oi .-(J wET .& 
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(Sg) With an inferior player, you might sacrifice 
your King's Bishop for his King's Bishop's Pawn, 
«nd then give him check with your King'^s Knigbt, 
at his King's fourth square. 

M 3 
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6. 

W. The K. to its B, square. 

B. The K, Kt, to its R. third square, (b) 

1. 

W. The Q. P. two steps. 
B. The Q, P. one step. 

8. 

W. The K. Kt, to its Q. third square. 
B, The Gambit's Pawn one step. 

/iT. The K. Kt. P. one step. 
B. The Q, to the adversary's K. R, third square, 
giving check, (e) 

10. 

IV. Th« K; to his own squat*, (d) 1 i 
A The O. to her K. R. fourth squar*. f&J (?) 

IF. The K, Kt, to its K, B, fourth square. 

B. The Q. to her R f fourth square, giving check, 

12, 

fV, The Q. B. interposes at its Q. second square. 
B. The Q. to her Kt. third square, (g) 

13. 

W. The K. Kt, to the adversary's Q, fourth 
square. 

B. .The Q. takes the Q. P. _ 

14. , , -] . 

The K. B. to ite Q. third squiifcv ... r:; Va 
5. The Q. to her B. fourth sqoawi ... - ' ->» 
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(b) If, instead of playing his Knight to it* 
Rook s *third:square, he were to play it to its Bishop's 
third square, it would totally alter the game ; and 
your best move would then be your Queen to your 
King's square. Fide Salvio's Gambit. 



... .i 

f * • 

(c) This is a bad move ; he ought to retire his 
Queen to her King's second square* 

(d) Greco directs this move: Philidob, on 
the contrary, directs the King to be played to his 
Bishop's second square. There can oe no doubt 
of GheCo's move being by far the better of the 
two. 

(e) If he should let his Queen remain at your 
King's Rook's third square, you ought to play 
your King's Knight to your King's Bishop's fourth 
square, and his Queen would be lost. 

(f) If, instead of playing his Queen to her 
King's Rook's fourth square, he were to play it to 
your King's Knight's second square, you should 
play your King's Knight to your King's Bishop's 
second square, and then your King s Bishop to its 
own square, and the game would be decided in 
your favour. 

(g) If he were to play his Queen to your Queen's 
Rook's fourth square, you should play your Queen's 
Knight to its Rook's third square. 

vol. I. * m 4 
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15. 

W. The Q. B. to its K. third square. 

B. The Q. to her R. fourth square, giving check. 

16. " ' 
JV. The Q. Kt. P. two steps, 
B. The Q. to the adversary's Q. R. fourth square. 

17. 

W. The K. B. to the adversary's Q. Kt. fourth 

square, giving check, 
B. The Q. takes the K. B. 

18. 

W. The K. Kt. takes the Q. B. P. and givet 
check. 

B. The K. to his Q. square. 

10- 

JV. The K. Kt. takes the Q. and will eaaly wio 
the game 
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TWENTY-FOURTH GAME- 

FOURTH GAMBIT. 

i. 

W. The K. P. two steps. 
B. The same. 

2. 

W. The K. B. P. two steps. 

B. The K. P. takes the K. B. P. 

« 

3. 

W. The K. B. to its Q. B. fourth square, (a) 
B* The Q. to the adversary's K. R. fourth square, 
giving check. 

4. 

JV. The K. to his B. square. 

JJ. Ths K. B. to its Q. B. fourth square, (b) 

IV. The Q. P. two steps. 

B. The K. B. to its Q. Kt. third square. 

6. 

W. The K. Kt. to its B. third square. 
JB. The Q. to the adversary's K. Kt. fourth 
square, (c) 

7. 

}V. The K. B. takes the K. B. P. and gives check. 
$. The K, to its B. square, (d) 
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This is a dangerous, and perhaps an excep. 
tionable move; but there ar* few players who know 
how to oppose it properly i they commonly give cheek 
immediately with the Queeh, and then support the 
Gambit's Pawn, or play their l(riig % s bishop. Th& 
game has been inserted to tea6h the Gamirit-pbyg* 
how to profit by those errors so frequently com- 
mitted. The proper defence will be shown in the 
Second Book, 

(b) The Black loses the game by this move, 

(c) He ought rather to play his Queen to his 
King's second square, in which case you should 
play your King to his Bishop's second square. 

(d) It is almost unnecessary to observe, that, if 
he had taken the Bishop with his King, you could 
have won his Queen by giving check with your 
Knight at bia King's fourth square, 
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8. 

W. The K. R. P. one step. 

J5. The Q. to the adversary's K. Kt. third square. 

9- 

W. The Q. Kt. to its B. third square. 
jB. The K. takes the B. (e) 

10. 

W. The Q. Kt. to its K. second square. 
B. The Q. to her X. Kt. third square. 

11. 

W. The K. Kt. to the adversary's K. fourth square, 

giving check. . . 

iJ. The K. to his B. square. 

W* The K. Kt. takes the Q. 
B. Loses irretrievably. 

, , i « ' i , . 
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(e) If, instead of taking the Bishop, he were to 
play any otfier move, his Queen would equally be 
lost. r : ~* • 
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TWENTY-FIFTH GAME. 
citnningham's gambit, (a) 

■ 

I. 

W. The K. P. two steps. 

B. The same. ' ...... 

IV. The K. B» P. two steps. 

B. The K. P. takes the K. B. P. 

a. 

W. The K. Kt. to its B. third square. 
B. The K. B. to its K. second square- 

4. 

IV. The K. B. to its Q. B. fourth square* 
B. The K. B. to the adversary's K. R. fourth 
square, giving check. 

5. 

W. Th? K, Kt. P. one step, (b) 

B. The Gambit's P. takes the K. Kt. P. 

6. 

IV. The K. castles, (c) 

B. The Gambit's P. takes the K. R. P. and gives 
check. 

7. 

IV. The K. to his R. square. 
B. The Q. P. one step, (d) 

8. 

IV. The K. B. takes the K. B. P. and gives check. 
B. The K. takes the B. 
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^ This gamfe js called the Thkbs; PawksT 
Gambit, by Capt. JJwruf aud PmLXH Stamma. 
It is a very dangerous game, and, if the defence 
be correct, he who sacrifices the three Pawns must 
lose; but it fc a remarkably interesting and instruc- 
tive game. 

This game will show the best method of playing 
it against an adversary who does not defend it 
properly; the defence will be analysed in the Second 
Book. 



■ % r 



i 

. .1 



It would perhaps be better to [Jfey the King 
to. his Bishop's square, 

(c) In Italy, where the King can castle on the 
Rook's square, if the player think proper, the Three 
Pawns 9 Gambit would certainly win. 



(d) This move is taken from Capt. Bertin's 
treatise, but it is certainly exceptionable. 
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W. The K. Kt. to the adversary's K. fourth square, 

giving double check, (e) 
B. The K. to his own square* 

10. 

fV. The Q. to the adversary's K. R. fourth square, 

giving check, (f) 
J8. The K. Kt. P. one step, covers the chedu 

* 11. 

W. The K. Kt. takes the K. Kt. P. 
B. The K. R. P. takes the K. Kt. 

12. 

W. The Q. takes the K. R. P. and gives check. 
B. The K. to his second square, (g) 

13. 

W. The Q. to the adversary's K. B. second square, 

giving check-mate. 
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(e) It would perhaps be better to take the King's 
Bishop. 



(f) You might likewise play your King's Knight 
to the adversary's King's Bishop's second square. 



(g) It is obvious that if Capt. Berlin had di- 
rected the King to be played to his Queen's second 
square, the Black would have won the game ; still 
the attack is brilliant, and as it frequently occurs, 
the game is certainly instructive. 



you i. n 
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Another Method of playing Cunningham's Gambit. 

** • - . 

W. The K. P. two steps. 
B. The same. 

2. 

W. The K. B. P. two steps. 

B. The K. P. takes the K. B. P. 

3. 

The K. Kt. to ife B. thk& square* 

5. f hg K. B. tti it* K. iecorid squfte\ 

« . ■< 

/r. Tlie K.B. to its Q. B. fourth square.- 
J5. The K. B. to the adversary's K. R. fourth 
square, giving check. 

5. 

IV. The K. Kt. P. one step, (a) 

B. The Gambit's P. takes the K. Kt. P. 

6. 

W. The K. castles. 

B. The Gambit's P. takes the K. R. P. and 

checks. 

7. 

W. The K. to his R. square. 

J5. The K. B. to his K. second square, (h) 

4 
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(a) It would be bad play to take his King's 
Bishop with yotir Knight. 



(b) The Black loses the game by this move* 

n 2 
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Another Method of ^/oyirag Cunningham's Gambit. 



2. 

JP. The K. P. two steps, 
fi. The same. 

2. 

# r . The K. B. P. two steps. 

B. The K. P. takes the K. B. P. 

3. 

VP. the K. Kt. to its B. third square. 
B. Tfte K. B. ttf i& K. iecorid square. 

4. 

jr. The K. B. to its Q. B. fourth square.* . 
B. The K. B. to the adversary's K. R. fourth 
square, giving check. 

5. 

W. The K. Kt. P. one step. (fy 
£. The Q# 1 it's P/^Lthe K. Kt. P. 




e K. R. P. and 



square, (b) 
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8. 

W. The K. B. takes the K. B. P. and gives check. 
B. The K. takes the B. (cj 

9- 

IV. The K. Kt. to the adversary's K. fourth square, 

giving double check. 
B. The K. to his third square, (d) 

10. . 

IV. The Q. to her K. Kt. fourth square, giving 
check. 

B. The K. takes the Kt. (e) 

1). 

IV. The Q. to the adversary's K. B. fourth square, 
giving check. 

B. The K. to his Q. third square, or to the ad- 
versary's Q. fourth square. 

12. 

W. The Q. to the adversary's Q. fourth square, 
giving check- mate. 



BACK-GAME, 

Beginning at the eighth move of the Black. 

8. 

B. The K. to his B. square, (a) 

9- 

IF. The K Kt. to the adversary's K. fourth square. 
B. The K. Kt. to its B. third square. 
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(c) As he may play his King to his Bishop's 
square, instead of taking the Bishop, there will bo 
a Back-game, beginning at the eighth move of the 
Black. 

(d) If he were to play his King to his own 
square, he would lose his Queen. 



(e) He may move his King to his Queen's third 
square, in which case you ought to give check at 
the adversary's King's Bishop'* second square, 
and then take his Queen. 



(a ) This is much better play than taking the 
Bishop, yet he can not avoid the loss of the 
game, if your attack be properly conducted. 



x 3 
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10. 

W. The K. B. to its Q. Kt. third square. 
B. The Q. to her K. square, (b) 

11. 

>fc The K. Kt. to the adversity's K. 8, wxnd 
square. 

B. The K. R. to its Kt square. 

1ft. 

W. The K. P. one step. 

B. The Q. P. two steps, (c) 

13. 

/F. The K. P. takes the Kt. 
iS. The K. Kt, P. takes the P. 

14. 

W. The K. B. takes the Q. P. 
B. The Q. B. to the adversary's K. Kt, fourth 
square. 

15. 

JV. The Q. to her K. square. 

B. The Q. B. to its K. R. fourth square. 

16. 

JV. The Q. P. two steps, (d) 
B. The Q. B. takes the K, Kt 

17- 

JV. The Q. B. to the adversary's K. R. third 8(£jare, 

giving check. 
B, SPheK. «. imevpos*. 

1*. 

-IF, The Q. Kt. to its B. third square. 
jB. The Q. B. takes thefK. B. and gives check. 
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{!?) J( he did not mov/e his Qiwp, you woi^ 
easily win his King's Rook ; by playing your King's 
Knight to his King's Bishop's second square. 



- 



(c) If he moved his King's Knight, you ought 
to give check by discovery at his rQi^ep^ ihir^ 
square, and then take his Queen. 



(d) You might likewise play your King*s Knight 
to the adversary's King's Rook's third square. 



N4 
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/P. The Kt. takes the Q. B. 
B. The Q. to her K. B. second square, (e ) 

20. 

W. The Kt. takes the K. B. 
B. The Q. takes the Kt. 

21. 

IT. The Q. takes the Q. and gives check. 
B. The K. takes the Q. 

JT. The Q. B. takes the K. R. 
B. Loses the game. 



* . 
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(e) If he were to play his Queen to her Bishop's 
third square, he would • be check-mated in two 
moves* 
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TWENTY-SEVENTH GAME. 

J. 

W. The P. Jbwo stepp. 

B. The same. \ „ 

JT. The K. B. P. two steps, 
if . The Q. P. two steps, (a) 

3. 

JF. The K. P. takes the Q. P. 
B. The Q. takes the K. P. (b) 

4. 

7fV The Q. Kt. to its B. third square. 
B. The Q. to her K. third square, (c) 

5. 

IV. The K. Kt. to its B. third square. 
B. The K. P. takes the K. B. P. and gives check 
by discovery. 

6. 

W. The K. to his B. second square, (d) 
B. The K. B. to its Q. B. fourth square, giving 
check, (e) 

7. b 

W. The Q. P. two steps. 

B. The K. B. to its Q. Kt. third square. 

8. * 

W. The K. B. to the adversary's Q. Kt. fourth 

square, giving check. 
B. The Q. B. P. one step, or any other move. 

W. The K. R. to its K. square, and the Black Q. . 
is lost. 
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(a) This move is played in order to avoid the 
attack which the Gambit generally gives : when a 
player receives odds, it is a very good move; but 
when no odds are given, it is better to take the 
Gambit's Pawn. 

(b) If, instead of this move, he were to take 
your King's Bishop's Pawn, you should play your 
King's Knight to its Bishop's third square, and 
then your Queen's Knight, &c. 

(c) The Black loses the game by this move, 
though it appears a good one : he ought to retire 
his Queen to her own square ; but, *:ven then, 
your game would be better than his. 

' (d) Were you to interpose your King's Bishop, 
you would lose the attack. 

(e) If he played <xny oilier move, be could not 
retrieve his game. 



iiil:' '■« 
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TWENTY-EIGHTH GAME. 
queen's gambit, (a) 
i. 

W. The Q. P. two steps. 
B. The same. 

'2. 

IK The Q. B. P. two steps. 

B. The Q. P. takes the Q. B. P. 

3. 

' IF. The K. P. one step, (b) 
B. The Q. Kt. P. two steps, fcj 

4. 

W. The Q. R. P. two steps. 

B. The Q. Kt. P. takes the Q. R. P. 

5. 

/F. The K. B. takes the Gambit's P. 
jB. The Q. B. to its Q. second square. 

6. 

^r. The Q. to her K. B. third square. 
jB. The K. P. one step, (e) 

7. 

IV. The Q. takes the Q. R. 

jB. The Q. B. to its third square. 

8. 

W. The K. B. to the adversary's Q. Kt. fourth 
square. 

B. The Q. B. takes the K. B. 

W. The Q. takes the Q. R. P. and will win the 
game. 
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(a) The Queen's Gambit is an instructive and 
a safe game. Even when the defence is scientific, 
he who plays the Gambit has a rather better game 
than his adversary. 



(b) With a player who does not support the 
Gambit's Pawn, it is better to play this Pawn two 
steps. 

(c) The Black loses the game by this move: it 
is not possible to support the Queen's Gambit's 
Pawn against a good player. 

(d) As he may play either his Queen's Bishop's 
Pawn one step, or his Queen's Bishop to its Queen's 
Rook's third square, there will be two Back -games, 
both beginning at the fourth move of the Black. 

(e) If he move his Queen's Bishop to its third 
square, you ought to play 

7. 

fV. The Q. takes the K. B. P. and gives check. 
B. The k. to his Q. second square. 

8. 

IV. The Q. to the adversary's K. B. fourth square, 

giving check. 
B. The K. to his own square. 

IV. The K. B. to the adversary's K. B. second 
square, giving check-mate. 
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FIRST BACK-GAME, 

■ 

Commencing at the fourth move of the Black* 

4. 

m m • • • 

B. The Q. B. P. one step. 

5. 

TV. The Q. R. P. takes the Q. Kt. P. 
- J?. The Q. B. P. takes the Q. R. P. 

6. 

TV. The Q. to her K. B. third square, (a) 
B. The Q. Kt. to its B. third square, (b) 

7. 

/F. The Q. takes the Q. Kt. and gives check. 
6. The Q. B. to its Q. second square. 

8.* 

W. The Q. to the adversary's Q.Kt. second square. 
B. The Q. R. P. two steps. 

W. The Q. Kt. to its B. third square. 
B. The Q. R. to its Kt. square. 

10. 

PV. The Q. to her K B. third square. 
JS. Must lose the game. 
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(a) By this decisive move, you may easily per- 
ceive, that, when a playfcr is accustomed to support 
ttie Gatntifs Pawn, it is Much better to play the 
King's Pawn only one step* 

(b) If, instead of playing his Queen's Knight, 
he were to play his Queen to her Bishop's second 
square, with the iriterftioti of cdtljtning your Qud(hi ' 
by playing his Queefi's Knight, feft^r you have 
taken his Rook, you ought immediately to push 
your Queen's Pawn one step, and then take his 
Queen's Rook's Pawn. 

.'i .It .<> : MM.* A) ariX.-A 
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SECOND BACK-GAME, 

- 

Commencing at the fourth move of the Black. 

4. 

B. The Q. B. to its R. third square, or to its Q. 
second square. 

5. 

JT. The Q. R. P. takes the adversary's Q. Kt. P. 
£. The Q. B. takes the Q. R. P. 

W* The Q. Kt. to its B. third square, (a) 
B. The Q. B. to its R. third square. ^ 

■ 

7. 

The Q. to her K. B. third square, (c) 
B. The Q. B. P. one step. 

8. 

IV. The Q. R. takes the Q. B. 
B. The Q. Kt. takes the Q. R. 

JV. The Q. takes the Q. B. P. and gives check* 
B. The Q. interposes at her second square. 

10. 

W. The Q. takes the Q. R. and gives check. 
B. The Q. interposes at her own square. 
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(a) Instead of this move, you may also play 
your Queen's Knight's Pawn one step. 

(b) If he should support his Bishop with his 
Queen's Bishop's Pawn, or with his Queen, you 
ought, in either case, immediately to push your 
Queen's Knight's Pawn one step, and you will 
win the Gambit's Pawn, in a very advantageous po- 
sition. 

(c) Instead of this move, you may take the 
Queen's Bishop with your Queen's Rook, and 
then check with your Queen at her Rook's fourth 
square, &c. 



vol. I. 



u. 

JV. The Q. to the adversary's Q. B. third square, 

giving check. 
B. The Q. interposes. 

12. 

W. The Q. takes the Q. Kt. and will easily win 
the game. 
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TWENTY-NINTH GAME. 

Another Method of playing the Queeris Gambit. 

W. The Q. P. two steps. 
J3. The same. 

% 

TV. The Q. B. P. two steps. 

B. The Q. P. takes the Q. B. P. 

3 . 

W. The K. P. one step. 

B. The Q. Kt. P. two steps, (a) 

4. 

W. The Q. R. P. two steps. 

B. The Q. B. to its Q. second square. 

5. 

W. The Q. R. P. takes the Q. Kt. P. 
B. The Q. B. takes the Q. R. P. 

6. 

W. The Q. Kt. to its R. third square, (b) 
B. The Q. to her fourth square. 

7. 

7^. The Q. Kt. P. one step, (c) 
B. The Q. to her Kt. second sijuare. 

8. 

IV. The Q. Kt. takes the Q. B. 
B. The Q. takes the Q. Kt. 
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(a) After committing the mistake of supporting 
the Gambit's Pawn, the Black in this game plays 
very correctly ; yet you have greatly the advantage ; 
a proof, that, after supporting the Pawn, the game 
is irretrievable. 



(b) Stamma. always played this move. There 
is no doubt, however, of the Knight's being better 
played to its Bishop's third square. 

(c) This move is essential in the Queen's Gam- 
bit, when the adversary supports the Pawn. 



03 
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IV. The K. B. takes the Gambit's Pawn, (d) 
B. The Q. to her K. B. fourth square. 

10. 

W. The K.~ Kt. to its K. second square. 
B. The K. P. one step, (e) 

11. 

fV. The K. castles. 

B. TheK. B. to its Q. third square. 

12. 

JV. The K. Kt. to its third square. 
B. The Q. to her K. B. third square. 

13. 

/F. The K. P. one step ; and your game is con- 
siderably superior tp your adversary's. 
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(d) You may also take the Gambit's Pawn w ith 
your Queen's Knight's Pawn, in order to unite 
your pawns in the centre of the board. 

(e) All your adversary's pieces being confined, 
the game is as much in your fkyoufr as if you had 
won a Pawn. 



O 4 
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THIRTIETH GAME. 

SALTIo's GAMBIT, (a) 

1. 

IV. The K. P. two steps. 

B, The same. 

2. 

IV. The K. B. P. two steps. 

B. The K. P. takes the K. B. P. 

3. 

IV. The K. Kt. to its B. third square. 
B. The K. Kt. P. two steps. 

4. 

IV. The K. B. to its Q. B./ourth square. 
B. The K. Kt. P. one step. 

5. 

IV. The K. Kt. to the adversary's K. fourth 
square. 

B. The Q. to the adversary's K. R. fourth square, 
giving check. 

6. 

IV. The K. to his B. square. 

B. The K. Kt. to its B. third square. . 

IV. The Q. to her K. square. (I) 
B. The Q. takes the Q. (c) 
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(a) The difference between this game and the 
usual method of defending the Gambit consists in 
playing the King's Knight to its Bishop's third 
square, after giving check with the Queen, instead 
of playing it to its Rook's third square. The play- 
ing of the King's Knight to its Bishop's third square 
is a remarkably good move, when a player receives 
a piece. 



(b) This move gives you a decided advantage, and 
it is the best you can play. You might, however, 
play your Queen's Knight to its Bishop's third 
square, or take his King's Bishop's Pawn with your 
King's Bishop, 

(c) He is compelled to take your Queen, as he 
can not remove her without losing her for two 
pieces ; or losing the King's Rook. 
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8. 

TV. The K. takes the Q. 

B. The K. Kt. takes the K. P. 

9- 

W. The K. B. takes the K. B. P. and gives 

check, (d) 
B. The K. to his second square, (e) 

♦ • 

10. 

W. The K. B. to its Q. Kt. third square. 
B. The Q. P. one step, (f) 

11. 

The K. Kt. to the adversary's K. B. second 
square. 

B. The K. R. to its Kt. square. 

12. 

W. The K. Kt. takes the Q. P. 
B. The K. Kt. takes the Kt. 

13. 

TV. The K. B. takes the K. R. and you will easily 
win the game. 
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(d) It would be bad play to take it with your 
Knight. k - . 

(e) Salvio directs the King to be played to his 
Queen's square ; but Philidor's move appears to 
be preferable. 

(f) The Black loses the game by this move. It 
would be better to push the Gambit's Pawn, but 
your situation would nevertheless be much more 
advantageous than his. 



4 *t - , 

% . . 
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THIRTY-FIRST GAME. 

* 

Another Method of playing Salvio's Gambit, (a) 

I. 

W. The K. P. two steps. 
jB. The same. 

2. 

W . The K. B. P. two steps. 

B. The K. P. takes the K. B. P. 

3. 

JV. The K. Kt. to its B. third square. 
B. The K. Kt. P. two steps. 

4. 

W. The K. B. to its Q. B. fourth square. 
B. The K. Kt. P. one step. 

5. 

W. The K. Kt. to the adversary's King's fourth 

square. 

B. The Q. to the adversary's K. R. fourth square, 
giving check. 

6. 

IV. The K. to his B. square. 

B. The K. Kt. to its B. third square. 

7. 

W. The K. B. takes the K. B. P. and gives 

check, (b) 
B. The K. to his Q. square, (c) 
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fa) Philidor's defence of this game is extremely 
scientific: Salvio's Gambit (or rather defence against 
the King's Gambit) is., however, replete with 
genius and brilliancy, and perhaps equal to any 
other defence. 



fb) You may also play your Queen's Knight to 
its Bishop's third square, and if he should play his 
King's Knight to its Rook's fourth square, you 
ought to take his King's Bishop's Pawn with your 
King's Bishop, and then his King's Knight. 

(c) If, instead of playing his King to his Queen's 
square, as Gheco and Salvjo direct, he were to 
play it to his second square, his game would be 
better than yours. 
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8. 

W. The Q. P. two steps. 

B. The K. Kt. takes the K. P. 

■ 

JV. Th^; Q. to her K. second square. 
JB. The K. Kt. to the adversary's K. Kt. third 
square, giving check, (d) 

- 

10. 

IV. The K. R. P. takes the Kt. 

jB. The Q. takes the K. R. and gives check. 

11. 

IV. The K. to his B. second square. 
B. The Gambit's P. takes the K. R. P. and gives 
check. 

12. 

IV. The K. takes the Gambit's P. 

■ 

B. The Q. takes the Q. B. 

13. 

IV. The K. Kt. to the adversary's Q. B. third 

square, giving check. 
B. The Q. Kt. or the P. takes the K. Kt. 

■ j a 

t 

14. \- 
W. The Q. to the adversary's: K. square, giving 

check-mate. 
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(d) This move, which appears so much against 
you, is in reality the most favourable for you that 
your adversary can play. This proves how care- 
fully a player ought to examine his game, before 
he plays any move, how advantageous soever it 
jxiay seem. 
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SEVENTY-FIVE 
CRITICAL SITUATION*, 

WON OR DRAWN BY BRILLIANT AND 
, SCIENTIFIC MOVES. 

Their Solutions are inserted in the Second Volume. 

■ 



VOL, I. 



P 



■ • 
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FIRST SITUATION. 

• - 

White. 

The K. at his Q. R. square. 

The Q. R. at its Q. square. 

The K. R. at its square. 

The Q. B. at its Q. second square. 

The K. B. at its Q. R. second square. 

The K. Kt. at its B. third square. 

PAWNS. 

The Q. B. P. y 

The Q. Kt. P. and \ at their squares. 

The K. Kt. P. J 

The K. P. at its fourth square. 

The K. B. P. at the adversary's K. B. fourth square. 

The K.R.P.at the adversary's K. Kt. fourth square. 

Black. 

The K. at his R. square. 
The Q. at her R. fourth square- 
The Q. R. at its Q. square. 
The K. R. at its K. square. 
The Q. B. at its square. 
The K. B. at its Kt. second square. 
The Q. Kt. at the adversary's Q. Kt. fourth 
square. ..... . 

The K. Kt. at its Q. second square. 

P 2 
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PAWNS. 

The K. R. P. ^ 

The Q. R. P. and > at their squares. 

The Q. Kt. P. J 

The Q. B. P. at its third square. 

The K. P. at its fourth square. 

White to move, and to win the game in sit 
moves. 



SECOND SITUATION. 

White. 

The K. at his R. square. 

The Q. at her Kt. fourth square. 

The Q. R. at her own square. 

The K. R. at the Q. B. square. 

The Q. Kt. at the Q. Kt. third square, and 

The K. Kt. at the Q. Kt. square. 

PAWNS. 

The K. Kt. P. at its home. 

The K. R. P. -i 
TheK.B.P.andQ.B.P.f ^ thejr third stores. 

The Q. P. at its fourth square. 



I • J 



Black. 

The K. at the Q. R. square. 
The Q. at her B. third square. 
5 



Digitized by Google 



213 



The Q. R. at its B. square. 
The K. R. at its square. 
The K. Kt. at its square. 
The Q. Kt. at its fourth square. 



The K. R. P. and ,] 
The Q Kt P J at ^ e ' r S( 4 uares# 

The K. Kt. P. * "* :; r vb - s& ' rA • A Jf! 1 



PAWNS. 



The K. B. P. and f at their third squares. 

The Q. R. P. . i, J .-.id: ;. •■ . t .fl .2 
The Q. P. at its fourth square. 

The Black having to move, plays his Queen to 
the adversary's Queen's Bishop's fourth square, in 
order to exchange her, or win the King's Knight, 
what ought the VV hite to play ? 

THIRD SITUATION. 

* 

The K. at the adversary's K. Kt. third square. 
The R. at the adversary's Q. second square, 
The Q. B. at its K. third square. 

. u:vA iovAB mJT: 

The K. at his Kt. square. dih 

The R. at its K. B. square. 1 rir.V' 

The Kt. at the adversary's Q. B. fourth square. 

The Q. P. at the adversary's Q. second i square. 

The Q. R. P. at the adversary's Q. R. second square. 

White to move, and to win the game in ten 
moves at most. 

p 3 
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FOURTH SITUATION. 

* • 

IFhite. 

The K. at his R. second square. 

The Q. at her K. R. fourth square. 

The K. Kt. at the adversary's K. Kt. fourth square. 

The K. R. P. at its third square. 
The K. Kt. P. at its squared ^: U I .vj *JT 
The K..B. P. at its fourth square. 
The Q. R. P. and the Q. Kt. P. at the adversary's 
Q. Kt. and Q. R. fourth squares. 

The K. at his R. square. 1 

The Q. at her K. second square. 

The R. at the adversary's Q. B. fourth square. 

■ 

PAWN'S. 

The K. K. P. at its third square. 

The K. Kt. P. and O. R. P. at their squares. 

The Black having the move, took the Knight 
with his Queen, and lost the game. What ought 
the White to play in order to win the game ? 

., :! . limn': 1 • * i. f z y.Ll ' "-^ 3C A/Riifl 

.':\Ml iJ J HU) ' • V ; j - i 

I ' r 
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FIFTH SITUATION. 
White* 

The K. at its R. second square. 
The Q. at her K. Kt. third square. 
The R. at the adversary's Q. B. square. 
The Q. B. at its K. third square. 

PAWNS. 

The K. P. at its fourth square. 

The K. B. P. at the adversary's K. B. fourth square: 

The K. Kt. P. at its square. 

Black. 

The K. at his R. second square. 
The Q. at her Kt. fourth square. 
The R. at the K. B. second square. 

PAWNS. 

The K. R. P. and the Q. R. P. at their third squares. 

§ 

The K. P. at its fourth square. 
The K. Kt. P. at home. 

The Black had the move, and played the King's 
Knight's Pawn two steps. What should the White 
play? N. B. This position occurred in Spain, 
where it is not generally allowed to take pawns en 

passant. 



P 4 
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SIXTH SITUATION. 



White. 

The K. at the adversary's K. Kt. fourth square, 
The R. at its K. square. • - 

PAWNS. 

► 

The K. P. at the adversary's K. fourth square. 
The Q. P. at the adversary YQ. third square. 

Black. 

The K. at the Q. B. third square. 

The R. at its Q. fourth square. 

The Q. P. at the adversary's Q. third square. 



The Black had the move, and took the KingY 
Pawn with the Rook, in the expectation of pushing 
his Pawn to queen; what ought the White to play? 



SEVENTH SITUATION. 
White. 

The K. at his R. square. 

The Q. at her K. third square. 

The K. R. at the adversary's K. R. fourth square. 

The Q. R. at its K. Kt. fourth square. 

The Kt. at th$ adversary's K. B. fourth square. . 

PAWNS. 

The K. Kt. P. and the K. R. P. at their squares. 
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Black. 

* 

Hie K. at his R. second square. 
The Q. at her K. B. third square. 
The K. R. at its K. Kt. square. 
The Q. R. at its Q. square. 

PAWNS. 

The K. R. P. at its third square. 

The K. Kt. P. and the K. B. P. at their squares. 

The Q. P. at its fourth square. 

■ 

The White has the move, and, if he play pro- 
perly, will, at least, gain the adversary's Queen. 



EIGHTH SITUATION. 

imte. 

The K. at his R. square. 
The Q. at the adversary's K. R. fourth square. 
The Q. R. at the adversary's Q. second square. 
The K. Kt. at its fourth square. 

PAWNS. 

The K. Kt. P. and the Q. Kt. P. at their squares. 
The K. R. at its third square. 

Black. 
The K. at his R. square. 
The Q. at the adversary's Q. Kt. f©nrth square. 
The Q. R. at its O. B. square. 
The K. R. at its K. square. 

VOL. I. P 5 
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FAWNS. 

TheK. R. P. and the K. Kt. P. at their squares. 

The K. B. P. at its third square. 

The K. P. at the adversary's K. fourth square. 

The White had the move, and played his Queen's 
Rook to the adversary's Queen's Bishop's second 
square ; upon which the Black played the King's 
Rook to its Queen's square: what ought the White 
to move ? 



NINTH SITUATION. 

White. 

The K. at his R. third square. 

The Q. at the adversary's K. R. fourth square. 

The K. R. at its square. 

The Q. R. at its K. B. third square. 

The Q. B. at its Q. fourth square. 

PAWNS. 

'The K. B. P. and Q. Kt. P. at their squares. 
The Q. P. at the adversary's Q. fourth square. 

Black. 

The K. at his R. second square. 
The Q. at h er B. second square. 
The K. R. at its K. B. square. 
The Q. R. at its Q. square. 
The K. B. at its K. second square. 
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PAWNS. 

The Q. P. and the K. R. P. at their third squares. 
The K. B. P. at its fourth square. 
The K. Kt. P. at its square. 

The Black had the move, and played the King's 
Knight's Pawn one step, apparently forcing' the 
adversary's Queen; what ought the White to 
move ? 

♦ 



TENTH SITUATION. 

- 

White. 

The K. at his R. square. . 
The Q. at her K. fourth square. .J 
The Q. B. at its K. Kt. square. 

PAWNS. 

The K. R. P. at its square. 

The K. B. P. at its third square. N 

Black. 

The K. at his R. third square. 

The Q. at the adversary's *K. B. square. 

PAWNS. 

i 

The K. R. P. at its fourtrr square. 

The K. Kt. P. at its square. 

The K. B.P. at the adversary's K.B. fourth square. 

The K. P. at its fourth square. 

The Black had the move, and played the King's 
Rook's Pawn to the adversary's King's Rook's fourth 
square ; what ought the White to play to endea- 
vour to save the game ? 
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ELEVENTH SITUATION. 

4 

White. . . 

* 

« 

The K. at his Q. R. square. 

The K. R. at its K. square* 

The Q. R. at its Q. second square. 

The K. Kt. at its K. fourth square. 

The Q. B. at the adversary's Q. B. fourth square. 

pawns. 

TheQ.R.P. and^l 

The Q. Kt. P. / at their s< * uares ' 

t « 

, „ • i 4 • 

Black. 

The K. at his Kt. square. 

The Q. at the adversary's Q. B. fourth square. 

The Q. B. at its K. Kt. third square. 





PAWNS. 

The K. R. R 

The K. Kt. P. and . }. at their squares. 
The K. B. P. 
The Q. P. at the adversary's Q. fourth square. 
The K. P. at its fourth square. 

The White to move, and to win mjive moves. 
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TWELFTH SITUATION. 

• • :'' White. 

The K. at his Kt. square. 

The Q. at her fourth square. 

The R. at its B. square. 

The Q. R. at its square. 

The K. B. at its Q. Kt, third square. 

Thb K. Kt. at its third square. 

PAWNS. 

The K. R. P. ^ 

The Q. R. P. and I at their squares. 
The K. Kt. P. J 

The K.B.P. at the adversary's K. B. fourth square. 
The K. P. at the adversary's K. third square. 

Black. 

The K. at his R. square. 

The Q. at the adversary's K. R. fourth square. 

The K. R. at its B. third square. 

The Q. R. at the adversary's Q. Kt. second square. 

The Q. B. at the adversary's K. Kt. fourth square. 

The K. Kt. at its K. second square. 

PAWNS. 

The K. R. P. and "» 

TheK.Ifc.P. ... / at their squares. 

i 
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The Q. Kt. P. at its third square. 
The Q. R. P. at its fourth square. 

■ 

The Black had the move, and took the King's 
Knight'sPawnwith hisQueen's Rook, giving check; 
the White being compelled to take the Rook to 
avoid check-mate, the Black checked with the 
Queen's Bishop at the adversary's King's Rook's 
third square, and took the White Queen the next 
move ; what ought the White to play after losing 
the Queen ? 



THIRTEENTH SITUATION, 

IVhite. 

The K. at his R. square. 

The K. R. at its K. Kt. second square. 

The Q. R. at its Q. B. square. 

Blach 

The K. at his Q. B. third square. 
The K. R. at its K. Kt. second square. 
The K. Kt. at its third square. 
The K. B. at the Q. B. fourth square. 

l'AWSS. 

The K. R. P. and "| 

TheQ.Kt.P. J ^ the,r th,rd squares. 

White to move, and to draw the game. - 
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FOURTEENTH SITUATION. . 

« , - - * • 

White. 

The K. at the adversary's K. B. fourth square. 
The Q. at her B. third square. 
The K. R. at the adversary's Q. B. square. 
The Q. Kt. at the adversary's K. fourth square- 

A Pawn at its K. B. third square. 

Black. 

The K. at his Q. fourth square. 
The Q. at the adversary's K. second square. 
The Q. R. at the adversary's Q. R. fourth square. 
The Q. P. at its third square. 

White to check-mate in tiro -moves. 



FIFTEENTH SITUATION. 

fVhite. 

* ... 

The K. at his R. square. 

The Q. at her K. fourth square. 

The K. B. at its Kt. second square. 

The K. Kt. at the adversary's K. B. square. 

Black. 

The K. at his R. square. 

The Q. at the adversary's Q. B. third square. 

The K. Kt. at its K. B. third square. 
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PAWNS. 

The K. Kt. P. at its square. 
The K. R. P. at its third square. 

White to move; and to check-mate in 'three 
moves. 



SIXTEENTH SITUATION. 

White. 

The K. at the adversary's Q. B. square. 
The K, R. at the adversary's Q.B. second square. 
The Q. R. at its K. fourth square. 
The K. B. at its third square. 
The Q. Kt. at the adversary's Q. Kt. second square. 
The Q. Kt. P. at the adversary's Q. Kt. third 
square. 

Black. 

The K. at its Q. R. square. 

The Q. at her fourth square. 

The Q. R. at the adversary's Q. B. third square. 

White to move ; and to check-mate with the 
Paivn in four moves. 
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SEVENTEENTH SITUATION. - 



mite. 



The K, at the adversary's K. B. third square. 
The Q. B. at the adversary's Q. B. fourth square. 
The K. Kt. P. at the adversary's K. Kfc fourth 
square. 

Slack. 

The K. at his R. square. "' "' ' 

White to check-mate with the- Pawn in fbnr 
moves. 



v ■ 

* 4 



EIGHTEENTH SITUATION/ 

White. 

The K. at the adversary's K. R. third square. 
The Q. at the adversary's Q. B. third square. 
The K. Kt. at the adversary's Q. fourth square. 
The Q. Kt. at the adversary's Q. second square. 

Black. 

The K. at his Rook's square. 

The Q. at her K. B. second square. 

The Q, Kt. at tfw* adversary's K. R. thind square. 

vol, i. a 



PAWNS. 

TheQ.KtP.at the adversary's Q.Kt. fourth square. 
The R. P. at the adversary's Q. R. third square. 

White to check-mate in four moves. 



NINETEENTH SITUATION. 

mite. 

The K. at his Kt. third square* 
The Q. R. at the adversary's Q. B. fourth square. 
The Q. Kt. at the adversary's K. B. third square. 
The Q. B. at its Q. fourth square. 

PAWNS. 

The K. R. P. at its square. 

The K* Kt. P. at its fourth square. 

Black. 

The K. at his Kt. second square. 

The Q. at the adversary's Q. second square. 

The K. R. at its square. 

' PAWNS. 

The K. Kt. P. at its third square. 

The K. B. P. at the adversary's K. B. third square. 

This is a singular situation : if the White play 
first, he may check-mate his adversary in four 
•Mdv&'-i but if the Black have the move, the White 
King may be check- mated in the same number of 
moves, and on the same square. 
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TWENTIETH SITUATION. 

Mite. 

t F 

The K. at his R. second square. 

The Q. at her third square. 

The K. R. at the adversary's K. R. fourth square. 

The K. B. at the adversary's K. square. ^ 

PAWNS. 

The K. P. at its fourth square. 
The K. Kt. P. at its square. 



■ ♦ i » 



Black. 

The K. at his Q. B, square. 
The Q. at the adversary's Q. B. square. 
The Q. R. at the adversary's K. square. 
The K. B. at its Q. R. fourth square. 

PAWNS. 

The Q. R. P. and -) 

TheQ.B.P. / at their squares. , 

White to move, and to check-mate in four 
moves. . 



TWENTY-FIRST SITUATION, 

■ 

White. 

The K. at his R. square. 

The Q. at her B. fourth square. 

Q 2 
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The Q. R. at its fourth square. 

The Q. Kt at the adversary's Q. fourth square, 



PAWNS. 



The K. R. P. and \ 
TheK.Kt.*. ) <* the* squaws. 

* 

n 

Black. 

The K. at his Kt. square. ' 
The Q. at her own square. 
The K. R. at its B. square. . . ; , 
The Q. B. at its K. Kt. third aquartf : 

PAWNS. 

« 

The K. R. P. and K. Kt. P. at their squares* 
The K. B. P, at its third square. 

White to check -mate in four moves. 



. TWENTY- SECOND SITUATION. 

mite. 

* 

The K. at his Q. Kt. square. 

The K. R. at its K. square. 

The Q. $L at its K. second square. 

The Q. Kt. at the adversary's K. fourth square. 

PAWNS. 

The Q. Kt. P. at its square. 
The K. B. P. at the adversary's K. B. third square. 
5 
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Black. 

The K. at his Kt. square. 

The Q. at the adversary *g Q. £t» third square. 

The R. at its Q. B. second square. . • : 

The K. B. P. . at its square, ^ 
The Q. B. P. at the adversary's Q. B. third square. 

The White to move: Black must be check- 
mated in four moves. 



- 



TWENTY-THIRD SITUATION. 



White. 

■ * ' * ' »' • . - % . » 

• i ■ . i < . 

The K. at his O. Kt, square. , . 

• « • 

The K. R. at its square, . 
The Q. R. at its B. square. 
The Q. Kt. at its K. B. fourth square. 
The K. B. at its Q. Kt. third square. 

PAWN. 

The Q. B. P. at its square. 



Black. 

The K. at his R. square. 
The K. R. at its B. square. 
TheQ. R. at its square. 
The K. B. at its Q. R. fourth square. 

a 3 
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PAWNS. 

The K. R. P. -| 

The K. Kt. P. and > at their squares. 

The K. B. P. J 

Black plays his King's Bishop to the adversary's 
Queen's Bishop's third square ; what should the 
White play ? 



TWENTY-FOURTH SITUATION. 

* 

White. 

The K. at his R. square. 

The Q. at the adversary's K. Kt. third square* 

The Q. R. at its Kt. square. 

The K. B. at its Q. R. fourth square. 

PAWNS. 

The Q.B.P. at the adversary's Q.B. fourth square. 
The K. B. P. at its square. 

Slack. 

The K. at his Q. R. square. 

The Q. at her K. B. square. 

The Q. R. at its Q. B. square.; 

The K. Kt. at the adversary's K. B. third square. 
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PAW5TS. 

The Q. R. P. T 

The Q. Kt. P. and f at their squares* 

The Q. B. P. J 

The K. R. P. at its third square. 

White moves first, and check-mates in four moves. 



TWENTY.FIFTH SITUATION. 

White. 

... 

The K» a t his R. fourth square. 

The Q. at the adversary's Q. B. third square. 

The Q. R. at its K. B. square. 

The K. B. at the adversary's Q. Kt. fourth square. 

PAWN. 

The K. R. P. at the adversary's K.R. fourth square. 

Black. 

» 

The K. at his Kt. square. 

The Q. at her R. second square. 

The Q. B. at the adversary's K. fourth square. 

The K. B. at the adversary's Q. fourth square. 

PAWNS. 

The K. R. P. at its third square. 
The Q. P. at its fourth square. 
The K. Kt. P. at its own square. 

White. to move, and to check-ijiate in four 
moves. 

- 
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TWENTY-SIXTH SITUATION. 

Whits, 



The K. at his R. second square. 

The Q. at her second square. 

The K. R. at its B. square. 

The Q. R. at the adversary's Q. R. second square. 



Black. 

The K. at his B. square. 

The Q. at the adversary's K. R. fourth square. 

The K. R, at its Kt. square. 

The K. B. at its third square. 

The K. Kt. at its K. fourth square. 



The K. R. P. at its square. • : ; 

White moves first, and must check-mat$ in 
four moves. 




FAWN. 
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TWENTY-SEVENTH SITUATION. 

» 

White. 

The K. at his Q. R. squafc. 
The Q. at her K. B. third aquare. :[ - 1 
The K. Kt. at its K. (berth square. 
The Q. B. at its K. Kt third square. 



ad' .' 



PAWN, 

The Q. R. P. at its square. 

* 

Black. 

The K. at his Q. B. square. 
The Q. R. at its Kt. square. 
The Q. Kt. at the adversary's Q. Kt. fourth square. 
The K. B. at the Q. R. second square. 



The Q. P. 
TheK. B. P. and 
The Q. B. P. 




their 




The player of the Whites moved his Queen to 
her Bishop's third square ; the Black then played 
his King's Bishop to the adversary's Queen's fourth 
square ; what should the White play ? 



• * m * 
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TWENTY-EIGHTH SITUATION. 

White. 

The K. at the adversary's Q. third square. 

The K. R. at its second square. 

The K. Kt. at the adversary's Q. B. second square. 

pawns. . . " . ' 

The Q. R. ¥. and 1 

The Q B. P J at * eir ^ ourt ^ s< } uarcs ' 

Black. 

The K. at his Q. B. square. 

i 

The White to check-mate in five moves with 
his Queen's Rook's Pawn. 



TWENTY-NINTH SITUATION. 

■ 

White. 

The K. at the adversary's Q. B. third square. 

The Q. R. at the Q. square. 

The Q. Kt. at the Q. fourth square, 

PAWNS. 

The Q. Kt. P. at its fourth square. 

Another P. at the adversary's Q. Kt. fourth square. 
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Black 

The K. at his Q. B. square. 

PAWN. 

The Q. Kt. P. at its third square. % , 

The White must check-mate his adversary with 
the Queen's Knight's Pawn in five moves. 



THIRTIETH SITUATION. 

» 

-- 

White. 

The K. at the adversary's K. square. 
The Q. at the adversary's Q. Kt. second square. 
The Q. R. at the adversary's Q. fourth square. 
The K. R. at its K. third square. 

PAWNS. 

The K. P. and K. B. P. at the adversary's K. and 
K. B. third square. 

' * Black ' ' ' 
The K. at his R. square. 
The Q. at the adversary's Q. B. square. 
The Q. R. at the adversary's K. B. second square. 

White to move, and to check-mate in fivt 
moves with his King's Pawn without moving his 
King. 

- - 

• '. - ■ 
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THIRTY-FIRST SITUATION. 

♦ * 

White. 

The K. at the adversary's Q. B. square. 

The Q. at the adversary's R. fourth square. 

A R. at the adversary's Q. Ki. square. 

The Q. Kt. at the adversary's Q. Kt. third scjuare. 

The Q. B. at its Q. fourth square. 

rAWN. 

The Q. R. P. at the adversary's Q. R. fourth square. 

. ■ , • , , ■ i 

* * • » v 

* Black. 

The K. at his Q. R. secprttf square. 
The Q. Kt, at its fourth square* 

« • 

The Q. R. P. at its third square. ; 

White to move,: and t6 dhefek-mate with the 
Pawn in five moves. . ; 



. . . . 



THIRTY-SECOND SITUATION. 

White. 
The K. at his R. square. 
A R. at the adversary's K; Kt.. second squire. 
The K. Kt. at the adversary's K. R. fourth square. 

m f PAWN'S. ; 

The K . Kt. P. at the adversary's K. Kt . third squart. 
The K. R. P. at the adversary's K. R. third square. 
The K. P. at the adversary's K. third square. 
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Black. 

-■ 

The K. at his R. square. 

The K. Kt. at its K. fourth square. 

The Q. Kt, at its Q. B. thiid square. 

The player of the Whites is to give check-mate 
with the King's Knight's Pawn in five moves. 



THIRTY-THIRD SITUATION. 

rmte. 

The K. at his R. second square. 

The Q. at her Kt. fourth square. 

The Q. R. at the adversary's K. B. second square. 

The K. R. at the adversary's Q. Kt. fourth square, 

PAWXS. 

The K. Kt. P. at its square. 
The K. R. P. and 

The Q. B P S at their third squares. 

■ ^ 

The K. B. P. at its adversary's K. B. fourth square. 

». ■ 

Black. 
The K. at his R. square. 

The Q. at the adversary's Q. third square. 

The Q. R. at the adversary's K. second square. 

The K. R. at its Q. third square. 

The K. Kt. P. at its square. 

TheK. R. P. and . V 

The K. B. P. J at their thW 

White tamove, and to win in five moves* 



23» 

•« 

THIRTY-FOURTH SITUATION. 

White. 

The K. at his Kt. square. 

The Q. R. at its K. B. square. 

The K. R. at the adversary's K. fourth square. 

The Q. B. at its own square. 

The K. Kt. P. at its fourth square. 

* 

Black. 

The K. at his R. square. 
The Q. R. at its fourth square. 
The Q. Kt. at its fourth square. 
The Q. B. at its K. Kt. third square. 

■ 

PAWN'S. 

The K. R. P. at its square. 

The Q. P. at its fourth square. 

The Q. R. P. at the adversary's Q. R. third square. 

White to give check-mate in five moves. 

■ 

III | 

- 

THIRTY-FIFTH SITUATION. 

t 

. « * - 

* * " . * 

White, l. ... 

■ 

The K. at his R. second square. 

The Q.at the adversary's K. R. fourth square 
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The K. Kt. at the adversary's K. Kt. fourth square. 
Th« Q. Kt. at the adversary's (X fourth square. 

PAWN. 

The K. Kt. P. at its own square. 

Black 

The K. at his Kt. square. 

The Q. R. at its Q. square. 

The Q. B. at the adversary's Q. Kt. third square. 

♦ 

PAWNS. 

TheK.R.P.-j 

The K. B. P. > at their squares. 
TheK.Kt.PJ 

The Q. B. P.T at the adversary's Q. B. and Q. R. 
TheQ.R.P.J third square. 

• 

The player of the Blacks moved his King's 
Rook's Pawn one step ; what ought the White to 
play ? 



THIRTY-SIXTH SITUATION. 

mite. 

* 

The K. at his Q. B. second square. 
The Q. Kt. at its K. R. second square. 

4 

■ 

Black. 

The K. at the adversary's Q. R. second square. 
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t 

PAWNS. 

TheQ. R.P. and> at the adversary's Q. Jt. and 

The Q. B. P. J Q, B. third square. 

White to move: the Black to be check-mated 
Jn five moves. 

■ 

i 

• • ► 

THIRTY-SE VEKTH SITtATION. 

The K. at his Q. R. square. 

The Q. at her second squire. 

The Q. R. at its Q. square. 

The K. R. at its Q. Kt. square. 

The Q. B. at the adversary's K. B. third square 

PAWNS. 

The Q. R. P. aiuh . 
TheQ.Kt.P. their squares. 

Black. 
The K. at his Kt. square. 
The Q. at her B. fourth square. 
The K. R. at its K. square. 
The Q. R. at its own square. 

PAWNS. 

The K. R.P. " '\ 

The Q. R. P. and > at their squares* 
The K. B P. J 
The K. Kt. at its third square. 

White moves first, and check-mates m five 
moves. 
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THIRTY-EIGHTH SITUATION. 

White. 

The K* at the adversary's K. second square. 
The K. R. at its third square. 
The K. B. at its K. fourth square. 

PAWN. 

The K. B» P. at the adversary's K. B. third square. 

Black. 
The K. at his Kt. square. 

White to move first, and to check-mate with 
the Pawn in Jive moves. 



THIRTY-NINTH SITUATION. 

WUte* 

The K. at his R. square. 

The K. B. at its Q. R. second square. 

The Q. B. at its Q. Kt. second square; 

PAWN. 

The K.R.P. at the adversary's K. R. fourth square. 

Black. 

» 

The K. at his R. square. 

The K. B. at the adversary's Q. Kt. fourth square. 
The Q. Kt. at the Q. R. fourth square. 
vol. I, R 
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■ 

PAWNS. 

TheK. R.P. andl 

The K. Kt. P. ) flt the,r *l uar< *- 

White to move, and to win in six moves. 



FORTIETH SITUATION. 

1 

White. 

The K. at his R. third square. 

The Q. at her B. fourth square. 

The Q- R- at its K. Kt. third square. 

The K. Kt. at the adversary's K. Kt. fourth square. 

The K. B. at the adversary's Q. R. third square. 

Black. 
The K. at his R. square. 

The Q. at the adversary's Q. Kt. second square. 
The Q. R. at the adversary's K. B. second square. 
The Q. B. at its K. Kt. third square. 

PAWNS. 

The K. R. P. at its square. 

The K. B. P. at its fourth square./ 

i 

White to play first, and to check-mate in seven 
moves, 

i 
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FORTY-FIRST SITUATION. 

. * < 1 

i 

White. 

* 

The K, at his own square. 

The Q. at her K, second square. 

The Q, Kt, at theadversary'sK. third square. 

Black* 

t* * m * * * • * • • A 

The K. at his Q. Kt. square. 

The Q.at the adversary's K. Kt. fourth square. 

The Q. R. at its K. square. 

TheK. R. at its Kt. square. 

PAWNS. 

The Q: R. P. and ^ 

The Q. Kt. P. ) nt their squares. 

■ 

■ 

White to move, and to win in seven move** 

- 



FORTY-SECOND SITUATION. 

■ 

mite. 

The K* at his Kt. second square. 

The Q. at the adversary's K. R. fourth square. 

The K. B. at the adversary's K..B. second square* 

PAWNS- 

The K. B. P. at its square. 

The K. Kt, P. and 1 ' , 
The K. R. P» . } at their third squares. 
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Black. 

The K. at his R. square. 

The Q. at the adversary's Q. Kt. second square. 

The K. B. at its third square, 

PAWNS. 

The K. R. P. and ^ ' 
TheK.Kt.P. their squares. 

The Q. Kt. P. *t its third square. 

White to move, and to force ti>e Queen, or give 
check-mate in seven moves. 



FORTT-THIRP SITUATION. 

White, 

The K. at his second square. 

The K. B. at the adversary's K. R. fourth scjuare, 

PAWN. 

The K. P. at its fourth sqpare. 

Black. 

The K. at the adversary's K. Kt. second square. 

PAWNS. 

The K. R. P. at the adversary's K:H. second square. . 
The K. P. at its fourth square. 
The Q. P. at her third square. 

White to move, and to win the gape in fourteen 
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FORTY-FOURTH SITUATION. 

mile. 

The K. at his Q. R. square. 

The Q. at her K. second square. 

The Q. Kt. at its square. 

The K. Kt. at its K. B, third square. 

PAWNS. 

The Q. B. P. at the adversary's Q. B. third square 
. The Q. R. P. and ^ 
TheQ.Kt.P. j at their squares. 

Black. 

The K. at his Q. R. square. 

The Q. at her K. B. fourth square. 

The Q. R. at its Q. B. square. 

PAWNS. 

The Q. R. P. and 1 

The Q. B. P. J at the,r ^ uares - 

The Q. Kt. P. at its third square. 

White to move, and to win the game in nine 
moves. 



FORTY-FIFTH SITUATION. 

White. 

The K. at his Q. B. second square. 
vol. i. * r 3 
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Black. 

The K. at the adversary's Q. R. square. * 
The Q. Kt. at its K. third square. 

The Q. R. P. at the adversary's Q. R. third square. 

The White having the move, may draw the 
game. 



I0RTY-SIXTH SITUATION. 

• « . » 

rmte. 

The K. at the adversary's Q. R. third square. 
The K. R. at the adversary's K. R. second square. 
The Q. Kt. at its Q. Fourth square. 

Black. 
The K. at his own square. 

* 4 

The White engages to check-mate the Black in 
ten moves, without moving his King, and without 
playing his Rook oftener than once. 



FORTY-SEVENTH SITUATION. 

White. 

The K. at his own square. 

The K. R. at the adversary's K. R. second square. 
The Q. Kt. at its Q. fourth square. 
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PAWN* 

The Q. Kt. P. at its own square. 

Black. 

The K. at his own square. * : . 

The White having the move, must check-mate 
his adversary with the Queen's Knight's Pawn, 
without moving either his Rook or his King, 
The check-mate to be effected in nineteen moves 
at most. 



FORTY-EIGHTH SITUATION. 

White. 

The K. at his Q. R. square. 

The Q. at her K. B. third square. 

The Q. R. at the adversary's Q. R. fourth square. 

The K. B. at its K. second square. 



PAWN. 

The K. R. P. at the adversary's K. R* fourth square. 

Black. 
The K. at his R. square. 

■ 

> 

PAWNS. 

The K. R. P. at its third square. 
The K. Kt. P. at its square. 

The White has the move, and must check-mate 
the Black with his Pawn, without taking any of the 
adversary's Pawns. To be effected in nine moves. 

b 4 
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FORTY-NINTH SITUATION, 

White. 

The IC at the adversary's K. second square. 
The K. Kt. st its K. ^. square. 

PAWNS. 

The K. R. P. at the adversary's K. R. fourth square. 
The K. Kt. P. at the adversary's K. Kt. third square, 

Blach. 
The K, at his R. square. 

PAWNS. 

The K. R. P. at its third square. 
The K. Kt. P. at its own square. 

* • 

White to move, and to check-mate in six moves. 



FIFHETH SITUATION. 

r 

White. 

■ 

The K. at his second square. 
The K. R. at its K. B. square. 

PAWN. , 

The Q. R. P. at its fourth square. 

■ 

Black. 

The K. at the adversary's K. Kt. second square. 
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PAWKS. 

The K f R. P. at the adversary's K. R. second square. 
The Q. Kt. P. at its third square. 
The Q. IL P. at its fourth square. 

* « 

The White has the move, and must give check- 
mate in seven moves. 



FIFTY-FIRST SITUATION. 

White. 

The K, at the adversary's K. Kt. square. 
The K. R. at its K. B. square. 

PAWN. 

TheK.Kt.P.attheadversary's K.Kt.second square. 

Black. 
The K. at his own square. 
The Q. R. at the adversary's K. R. second square. 

White to move, and to win. 



FIFTY-SECOND SITUATION. 

White. 

The K. at his Q. R. square. 

The Q. B. at its Q. Kt. second square. 
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Black. 

The K. at the adversary's K. fourth square/ 
The Q. B. at the Q. fourth square. \ ~* 1 ; 

PAWNS. 

> 

The Q. B. P. at its third square. 

The Q. K. P. at the adversary's Q. Kt. third square 

The Q. R.P. at the adversary's Q. R. second square. 

The White may draw the game, whether he 
have the move or not. 



FIFTY-THIRD SITUATION. 

* 4 

J* 

*. m + \ » 

White. 

The K. at his third square. 
The Q. R. at ks Q. third square. 

Black. 

The K. at his Q. third square. 

The K. R. at its Q. R. fourth square. 



PAWNS. 

The Q. P. at its fourth 

The K. B. P. at its fourth square. 



- ■ 



White to move, and to draw the game. 



» ■ 
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FIFTY-FOURTH SITUATION. 

White. 

The K. at his R. square. 

The Q. R. at its Q. Kt. square. 

The Q. B. at the adversary's Q. R. fourth square. 

PAWN. 

The K. R. P. at its square. . . 

Black. 

• - \ 

% • % m r m , m 

The K. at his Q. B. third square. 

The Q. R. at the adversary's Q. third square. 

PAWNS. 

« • * i > » ■* 

TheQ. Kt. P.at the adversary'sQ. Kt. second square. 

The K. R. P. at the adversary's K« R. third square. 

The Black, having the move, played his Rook 
to the adversary's Queen's Rook's third square ; 
notwithstanding which the White vmy {make a 
drawn game. 



FIFTY-FIFTH SITUATION. 

White. 

The K. at his R. square. 

The Q. at her Kt. fourth square. 

The Q. R. at ifcsK. B. square. 

» 

* > 
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PAWNS. 

The K. Kt. P. at its owrt square. 
The Q. B. P. at its fourth square. 

Black. 

The K. at his Q. Kt. square. 

The Q. at her K. Kt. fourth square. 

The Q. R. at the adversary's Q. R. second square. 

PAWNS. 

The Q. Kt. P. at its own square. 
The Q. B. P. at its own square. 
The Q. R. P. at its third square. 
The K. Kt. P. at the adversary's K. Kt. third 
square. - ....... 

Though the player of the White appears to have 
lost the game irretrievably, he may, by a skilful 
manoeuvre, draw it. 



. 4 



* 1 



FIFTY-SIXTH SITUATION. 



The K. at his own square. 

The K. Kt. at its K. third square. 

PAWN. 

The K. R. P. at its fourth square. 



r * 



Black. 

The K. at the adversary's Q. Kt. fourth square. 
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PAWNS. 

The Q. R. P. at the adversary's Q. JL second 
square. 

The Q. B. P. at its own square. 
The K. Kt. P. at its third square. 

In this apparently hopeless situation^ the White, 
having the move, may draw the game. 



FIFTY-SEVENTH SITUATION. 

White. 

The K. at his R. third square. 

The Q. at her B. third square. 

The K. R. at its K. square. 

The Q. Kt. at the adversary's K. R. fourth square, 

PAWNS. 

The K. R. P. at its fourth square. 
The K. Kt. P. at its own square. « 

Blach 
The K. at his B. square. 

PAWNS. 

The K. B. P. at its own square. 

The K. R. P. at its third square. 

v 

The White, having the move, may compel the 
adversary to win the game in twelve moves. 
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FIFIT-EIGHTH SITUATION. 

White. 

The K. at his R. square. 

The Q. at the adversary's K. B. square. 

The Q. R, at its fourth square. 

The K. Kt. at the adversary's K. B. third square. 

The Q. Kt. at its Q. square. 

The Q. B. at its own square. 

PAWNS. 

The K. B. P. at its third square. 
The K. Kt. P. at its own square. 

Black. 

The K. at the adversary's K. Kt. third square. 

PAWNS. 

The K. R. P. at the adversary's K. R. second square. 
The Q. B. P. at its own square. 

The White must compel the Black to give him 
check-mate with his Queen's Bishop's Pawu in 
five moves. 



FIFTY-NINTH SITUATION. 

White. ' " 

The K. at his R. square. ' 
The Q. at her K. fourth square. 
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The Q. ft. at its own square. 

The Q. Kt. at the adversary's K, Kt. fourth square* 

The K; Kt; at its K. third square, , 

PAWNS i 

The Q. P. at its own square; 

The K. R* P. at its own square; ;1 

» * » 

Black. 

The K. at the adversary's K. B. second square* 
The & B. at its own square. 

PAWNSi 

The K. Kt. P. at the adversary's K. Kt. fourth 
square. 

The K. R. P. at the adversary's K. R. third square. 

The White must force his adversary to check- 
mate hiai in three moves with the Queen'9 Bishop. 



SIXTIETH SITUATION. 

White. 

The K. at his Q. R. fourth square. 
The K. R. at its own square. 

PAWNS. 

The Q. R. P. at its own square. 
The Q. P. at the adversary's Q. third square. 
The Q. Kt.P. at the adversary's Q. Kt. third square. 
vol. i. bS 
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Black. 

The K. at his Q. R. square. 

The K. Kt. at its K. fourth square. 

PAWN*. 

The Q. P. at its own square. 

The Q. Kt. P. at its own square. 

The K. R. P. at the adversary's K. R. fourth square. 

The Q. R. P. at its third square. 

The player of the White had the move, an<i 
played his Rook to his King's square. The ad- 
versary, to save his Knight and avoid check-mate, 
played the Knight to its Queen's Bishop's thir4 
square. The player of the White then gave eheck 
at the adversary's King's square, and agreed to 
compel the Black to give him oheck-mjUp, . 



SIXTY-FIRST SITUATION. 

White. 

The K. at the adversary's K. Kt. fourth square. 
The Q. Kt. at the adversary's Q. Kt. second square. 

PAWNS. 

The K. R. P. and -i ' . 

The K. B. P. ) at thar fourth ' 

Black. 

The K. at his R. square. 

The Q. R. at the adversary's Q. B. square. 

The K. Kt. at its K. second square. 

The Q. B. at its Q. second square. . 1 

The K. B. at its Q. square. 
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PAWWS. 



The K. E. P. and 
The K. Kt. P. j at the,r 



The Black must compel the White to check- 
mate him with his Knight vajive moves. 



SIXTY-SECOND SITUATION. 

Black 

The K. at the adversary's Q. B. third square. 
The K. R. at the adversary's K. Kt. fourth square* 
The K. B. at the adversary's K. B. second square. 
The Q. B. at the adversary's K. Kt. second square. 

PAWNS. 

The Q. B. P. at its square. 

The Q. P. at its Q. B: third square. 

White. 

The K. at his Q. B. square. 

The player of the Black must give check-mate 
in nine moves with his Queen's Bishops Pawn. 



vol. i. * s 
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SIXTY-THIRD SITUATION. 

. . Black. 

The K. at the adversary's Q. B. third square* 
The Q. at her K. R. square. 
The K. B. at its Q. third square. 

pawn. ' 
The Q. P. at its fourth square. 

White. 

i i 

The K. at his square. 

PAWN. 

The Q. P. at its fourth square. 

The Black must give check-mate with his Pawn 
in eight moves, without taking his "adversary's 
Pawn. 



SIXTY-FOURTH SITUATION. 

r / Black. 

The K. at the adversary's K. B. second square. 
The Q. at the adversary's Q. R. third square. 
The Q. Kt. at the adversary's K. square. 

PAWN. 

The K. Kt. P. at its third square, 

5 
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The K. at his R. square..- 



P.VW.V, 



The K. R. P. at its fourth square. 

The Black must give check-mate with his Pawn 
in eight moves ; and he must neither 4abe the 
White Pawn, nor alloiv his adversary to move it. 



SIXTY-FIFTH SITUATION. 

- 

White. 

♦ 

The K. at the adversary's Q. Kt. third square. 

The K. B. at its Q. R. fourth square. 

The Q. B. at its Q. Kt. second square. 

The K. Kt. at the adversary's K. B. second square, 

* " PAWNS. 

The Q. P. at the adversary's Q. fourth square. 
The Q. R. P. at its square. 

Black. 

■ 

The K. at his Q. R. square. 

PAWN. 

The Q. P. at its square. 

The White engages to give check with one of 
' his Pawns, and check-mate immediately after with 
the other : the check-mate to be effected in nine 
moves. 

s 2 
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SIXTT-SIXTH SITUATION, 

Black. 

The K. at the adversary's Q. fourth square. 
The Q. R. at its Kt. fourth square. 
The Q. Kt. at its Q. fourth square. 

PAWNS. 

The K. B. P. at the adversary's K. B. fourth 
square. 

The Q. B. P. at the adversary's Q. B. fourth square^ 

White. 
The K. at his Q. square. 

The Black must give check-mate, in six moves> 
with his Pawns : one of which must check at the 
fifth move, and the other must give check-mate* 
immediately afterwards. 



SIXTY-SEVENTH SITUATION. 

■ 

Black. 

The K. at his Kt. second square. 

The Q. at the adversary's K. fourth square. 

The Q. R. at its fourth square. 

The K. R. at the adversary's K. B. second square. 

The Q. Kt. at the adversary's Q. third square. 

■i , • 

* 
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The K. Kt. at the adversary's K. Kt. square. 
The Q. B. at its Kt. fourth square. , 

PAWNS. 

The K. R. P. at its square. ; 
The K. B. P. at its third square. 

White. ' * 

The K. at the adversary's K. R. fourth equare. 
The K. B. at its R. third square. 

PAWNS*. 

The K. B. P. at the adversary's K. B, -fourth 



square. 

The K. Kt. P. at the adversary's K. Kt. fourth 

square, - . .. 

The K. R. P. at its fourth square. 

The Black is to give check-mate in six moves 
with his King's Rook's Pawn ; under the stipula- 
tion that the same Pawn shaH also give check the 
fourth and fifth moves. 



SIXTY-EIGHTH SITUATION; 

TheK. at his R. square/ 

The Q. at the adversary's K. B. fourth square* 

The Q. R. at its square. 

The Q. B. at its K, R. fourth square. 
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The K. R. p, at its third square. 

The K. Kt. P. at its square* 

The Q. Kt. P. at its fourth square. 

mite. 

The K.at his Q. Kt. third square. 

The >Q. at the adversary's Q. Kt. second square. 

1 he K, B. at its Kt. third square. 

PAWNS. 

The K. R. P. at its square. 
The Q. Kt. P. at its square. 
The Q, B. P. at its third square. 
The Q. R. P. at its third square. 

wnnl h6 . BlaCk haS the move > and must g^e check- 
mate in seven moves. 



SIXTY-NINTH SITUATION. 

The K. at his R. square. 

The Q. at her K. B. square. 

The Q. R. at its K. Kt. square. 

The K. R. at the adversary's Q. Kt. second square. 

The Q. B. at the adversary's Q. Kt. third square. 



PAWJf. 

The K. R. P. at its square. 
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White. 

The K. at his R. second square. 

The Q. at her K. R. fourth square. ? 

The Q. R. at the adversary's Q. R. second square. 

The K. Kt. at its B. fourth square. 

The Q. B. at its K. third square. 

PAWNS. 

The K. R. P. at its third square. - - 

The K. Kt. P. at its square. 

Black to play, and to give check-mate in seven 
moves. 



SEVENTIETH SITUATION. 

■ » 

Black. 

The K. at his R. square. 
The Q. at the adversary's K. B. fourth square. 
The K. Kt. at the adversary's K. Kt. third square. 
The Q. Kt. at the adversary's K. fourth square. 

PAWNS. 

The K. R. P. at its third square. 

The K. Kt. P. at its square, . - <\ • 

■ mite. -- - 

The K. at his R. second square. 

The Q. at the adversary's K. third Square. 

The K. R. at its K. square. 

The K. Kt. at its B. third square. 

s 4 
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PAWN*. 

The K. Kt. P. at its square- 
The K. R. P. at it? third square. 

Black to move, and to win in Jive moves. 



SEVENTY-FIRST SITUATION. 

Viae*. 

The K. at the adversary's K. B. fourth square, 

PAWNS. 

The K. R. P. 9t its square. 
The K. Kt. P. at its square. 
The K. B. P. at its third square. 
The Q. Kt. P. a£ its square. 

mite. 

The K- at his R. fourth square. 

. * . . * 

PAWNS. 

The K. R. P. at its third square. 
The K. Kt. P. at its square. 
The K. B. P. at its third square. 

The Q. Kt. P. at the adversary's Q. Kt. fourth 

....... * • 

square. 

The Black, having the move, easily wins the 
game ; he must give check-mate in five moves at 
most. 
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5EVENTY-SEC0XD SITUATION. 

Black 

The K. at the adversary's Q- square. 

pawns. 

. * 

*]rh$ Q. R. P. at the adversary's Q. R. second 
square. 

Ttye Q. Kt. P. at the adversary's Q. Kt. thM 
square. 

White, 

The K. ^t his Q. B. third square. 
The K. R. at ijts Kt. square. 

Although the situation of the Black appears 
irretrievable, he may, by a scientific make 
a drawn gaipe. 



SEVENTY-THIRD SITUATION, 

imte. 

The K. at his Q. second square. 
The Q. R. at its Q. B, square. 

PAWN. 

The K. R. P. at its fourth square. 
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Black. 

The K, at the adversary's Q. Kt. second square. 

PAWNS. 

The Q. R. P. at the adversary's Q. R. second 

square. * 
The K. Kt. P. at its third square. 
The K. R. P. at its fourth square. 

The Blacky having the move, may draw the 

game. .*..,. w « 



SEVENTY FOURTH SITUATION. 

m • r « - 

The K. at his Q t square. ( 

The Q. B. at the adversary's K,. R. square* 

« . ' * pi 

PAWN. 

The K. R. P. at its fourth square. 

• * 

The K. at the adversary's Q. Kt. square. 

PAWNS. 

The Q. R. P. at the adversary's Q. R. second square.. 
The O. B. P. at its square. 
The K. Kt. P. at its third square. 

The White has the move, but the Black never- 
theless may draw the game. 
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SEVENTY- FIFTH SFJ 

.» V,?^ ^V\xA.^ - ' , A- 




The K. at his square. '-vr v .^cA 
The O. at the adversary's Q. Kt. second square. 
The K. B. at the adversary's K. square. 
The Q. B. at the adversary's Q. square. 

•FAWN* 0 r A t£ - 

The K. Kt. P. at the adversary's K. Kt. fourth 

square. ' ' vf r * 



White. \ w aA V 

The K. at his Kt. square. 
The O. at her third square. 

■ - I PAWN. ; - ' 

The K. R. P. at its square. 



i VVll * (f 



The Black must give check-mate with his Pawn 
in seven moves: it being agreed that he shall neither 
lake the While Pawn, nor suffer it to be moved, 

. . . - -» * * > III 

. infJD* ci -.A • »: I: "? v -lT 

1 ■ 

. •„.: -i JH .C >J: .12 . ji-^T 
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The three following Situations occurred lately 
while playing against a Gentleman, tvjia 
bids fair to be a first-rate player* 

FIRST SITUATION. 

miite. 

The K. at his second squareu 
The K. R. at its square. 
The Q. R. at its K. Kt. square. 
The Q. B. at its Q. second square. 
The Q. Kt, at its fourth square. 

PAWNS. 

The K. P. at its third square. 
Another P. at its K. fourth square. 
The Q. P. at its third square. 
The Q. B. P. at its fourth square. 
The K. B. P. at its third square. 
Another P. at the adversary's K. B. fourth square. 
The K. Kt. P. at the adversary's K. Kt. third 
square. 

Black. 

♦ 

The K. at his Kt. square. 
The Q. at her second square. 
The K. R. at its K. B. squarp. 
The Q. R. at the adversary's Q. Kt. second 
square. 

The K. Kt. at its Q. Kt. second square. 
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* 

PAWNS. 

- 

The K. R. P. at its third square. 
The K. Kt. P. at its square. 
The Q. R. P. at its square. 
The Q. Kt. P. at its third square. 

In this situation the Black moved his Queen to 
the White Queen's Rook's fourth square, the 
White then played his Queen's Knight to his ad- 
versary's Queen's fourth square, upon which the 
Black moved his Oueen to the adversary's Queen's 
Bishop's second square ; and the White gave check- 
mate in Jive moves. 



SECOND SITUATION. 
mite. 

The K. at his Q. Kt. squ ar e. 
The Q. at her third square. 
The K, R. at its Kt. second square. 
The Q. R. at its Q. square. 
The Q. Kt. at its K. B. square. 
The K. Kt. tt its B. fourth square. 

PAWNS. 

The K. Kt. P. at its third square. 
*The K, B. P. at its square. 
The Q. Kt. P. at its square. 
The Q. JR. P, at its square. 
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♦ 

Black. 

■ • 

The K. at his R. square. 

The Q. at her B. second square. 

The K. R. at its Q. R. third square. 

The Q. R. at its B. square. 

The K. Kt. at the adversary's K. B. third square. 

The Q. B. at the adversary's K. Kt. fourth square. 

pawns. 

The K. R. P. at its third square. 
The K. Kt. P. at its square. 
The Q. R. P. at its square. 
The Q. Kt. P. at its square. 

The White having the move, played his Queen's 
Knight to its King's Rook's second square ; what 
ought the Black to play ? 

— , - 

THIRD SITUATION. 

mite. * * ' " 

The K. at his Q. B. square. 

The K. R. at its K. Kt. third square. 

The Q. R. at the adversary's Q. Kt. square. 

The Q. Kt. at the adversary's Q. Kt. fourth 



square. 
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PAWNS, 

The K. R. P. 
The K. B. P. 
The Q. Kt.P. and 
The Q. R. P. 

Blach. 

The K. at his Q. R. third square. 

The K. R. at its square. 

The K. B. at its K. Kt. second square. 

The Q. B. at its Q. fourth square. 

The Q. Kt. at the adversary's Q. B. fourth square* 

PAWNS. 

The K. R. P. and ~) ^ S q uares> 

The Q. R. P. 3 

The K. Kt. P. and > 

C at their third squares- 

The K. P. 3 

The White to move, and to check-mate hh 
adversary in five moves. 



end op VOL. I. 



at their squares. 
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